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ABSTRACT
Hayatun Faizah (2019): The Effect of Using Jeopardy and Board Game
on Students' Reading Comprehension at Global
Cendekia Vocational High School of Kampar
Regency
The objective of this research was to find out whether or not there is significant
effect of using Jeopardy and Board game to improve students' reading
comprehension at Global Cendekia Vocational High School, Kampar Regency.
This research was quasi experimental, with two groups of pre-test and post-test
design. The population was all of the eleventh grade students in the academic year
of 2018/2019. The number of the entire population was 188 students. The writer
used cluster random sampling technique 10 determine the samples. The first class
(XI.l Accounting) was randomly s€lected as experimental class I and the second
class (XI.l Accounting) was as experimental class 2. The total number of samples
was 60 students. Jeopardy was a game used in teaching the experimental class l,
whereas the experimental class 2 was taught by using Board game. The
quantitative data was analyzed by using an inferential statistics (independent
sample t-test and paired sample t-test). The analysis of the data showed that thcre
is a significant effect of using Jeopardy and Board game on students' reading
comprehension. In experimental class 1, before being given the treatment, the
mean score of students' reading comprehension was 54.33, but increased to 75.83
after the heatment. Meanwhile in experimental class 2, before being given the
treatment the mean score was 54.50 which increased to 75.00 after the treatrnent.
Based on the findings and discussion ofthe research, the researcher concludes that
the students who were taught by using Jeopardy improved better in their reading
comprehension than those who were taught by using Board game.
Kelwords:
Research.
Jeopardy, Board Game, Reading comprehension, Experimenlal
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ABSTRAK
Hayatun Faizah (2019) : Pengaruh Penggunaan Jeopardy Dan Board
Game Pada Pemahaman Membaca Siswa Di
SMK Global Cendekia Kabupaten Kampar
Tujrran dari penelitian ini adalah untuk menemukan apakah ada atau tidak
signifikan efek dari p€nggunaan Jeopardy dan Board game unhrk meningkatkan
pemahaman membaca siswa di SMK Global Cendikia, Kabuaten Kampar.
Penelitian ini merupakan quasi experimental dengan grup desain pre-test dan post-
test. Populasinya adalah seluruh siswa kelas XI tahun ajaran 2018-2019. Total
semua populasi adalah 188 siswa. Penulis menggunakan klaster sampling untuk
menentukan sampel. Kelas pertama (XI I Akuntansi) adalah sebagai kelas
experimen I dan kelas kedua (XI 2 Akuntansi) sebagai kelas experimen 2. Total
sampel adalah 60 siswa- Jeopardy merupakan sebuah game dalam mengajar kelas
experimen 1, sedangkan kelas experimen 2 diajarkan dengan menggunakan Board
game. Data kuantitatif dianalisis dengan menggunakan infersntial statistics
(independent sample t-test and paired sample t-test). Data analisis menunjukkan
bahwa ada signifrkan efek dari p€nggunaan Jeopardy dan Board game dari hasil
pre-test dan post-test mean skor siswa. Sebelum diberikan treatrnent, mean
skomya adalah 54,33 dan setelah diberikan treatrnent menjadi 75,83 di kelas
experimen 1. Sedangkan di kelas experimen 2, sebelum diberikan treatment mean
skomya adalah 54,50 dan setelah diberikan treatment menjadi 75,00. Berdasarkan
penemu:ul dan diskusi dari penelitian ini, penulis menarik kesimpulan bahwa
siswa yang diajarkan dengan menggunakan Jeopardy memperoleh peningkatan
yang lebih baik dalam pemahaman membaca dibandingkan dengan yang diajarkan
menggr.rnakan Board game.
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This chapter presents an overview of this research. lt includes brief
discussion on the backgound of the sntdy, the issue that was investigated, the
research questions, the purpose and objectives of the study, and the importance of
the study in terms of its contribution to the body of knowledge and the utilization
ofthe findings. Each ofthese sections is presented below.
1.1 Background of the Study
Reading is a way to understand the meaning ofa text. Reading is one ofthe
four language skills in leaming Enghsh besides listening, speaking, and writing.
Reading is an important process in leaming and as a language skill it rnust be
mastered by students because by reading they can irnprove their knowledge, gain
information, and understand the material in leaming English. Besides, reading
skill is needed by studonts for facing both local and national tests of English that
are administered in written form, especially in tests for English as a Foreign
Language in lndonesia. This means that comprehension of reading texts is crucial
for students in their leaming.
Reading is also lnown as a receptive skill besides listening. However, by
reading snldents can also improve their ability in productive skills such as
speaking and writing. In order to be able to speak or write, the students need the
vocabulary and some information through reading and listening. Hadi (2006)
stated thrce reasons why the aplication of Reading-Based Classroom Activities
needs to be conducted for teaching EFL in lndonesia. The first is that in
Indonesia, English is taught as a Foreign Language. For this reason, English is
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used in educational situations only and in many instances, the tcaching of English
is done in a mixture of Bahasa Indonesia and English or totally in Bahasa
Indonesia. The second reason is related to the first reason; because English is a
foriegn language, it then means reading becomes the primary goal of leaming
English (Dubin&Bycina, in Hadi, 2006). However, the students can feel more
confident to leam English when they are given opportunity to get involved in
reading before doing other classroom activities which focus on listening,
speaking, and writing. The third reason is a matter of literacy. Bahasa Indonesia
has the same alphabet as English, but many students in Indonesia seem unable to
take advantage from this similarity. Thus, in conclusion, acnrally the four English
language skills are interrelated, but reading plays an important role, particularly in
the context of leaming English as a foreign language in Indonesia-
Reading is also often considered as the difficult skill by students. Students
cannot get better reading achievement in such kind of reading text. It is very
important for increasing the knowledge of the shrdents because that is one of the
preparation of national examination. ln the national examination, fiom a total of
fifty questions, 15 consist of listening form, and 35 in form of reading text
questions. It shows that Reading is dominant for testing students English in the
context of Indonesian learners. This is the duty for the teacher to solve the
problem. They have to show how to teach reading as well so the students can
understand and answer the questions related to the reading material given.
3
According to Nunan (2005, p. 69), reading is a set of skills that involves
making sense and deriving meaning from the printed word. In order to read. the
readers must be able to decode (sound out) the printed word and also comprehend
what they read. Besides, Whorter (1992:165) pointed out that reading is a
complex process: it involves much more than adding word meaning together.
Reading involves not only undersranding ideas, but also recognizing the
relationship and strucnres among ideas. To read effrciently, the readers need to be
able to grasp quickly each idea the writer expresses and then determine how it
relates to the other ideas expressed in that piece of writing. Meaning thal, the
reader should be able to comprehend the text to get the points of view expressed
by the writer.
Comprehension requires making meaning from words when listening,
speaking, reading, and writing (Tankersley,2003:90). Reading comprehension is
one of the basic skills to be acquired during the language course. Reading
comprehension is the application of a skill that evolved for other purposes
(listening or oral comprehension) to a new form of input (text). In reading
comprehension, the reader interacts with the message encoded in the text to
generate an understanding of an author's mess.rge. Thus, reading comprehension
is an interaction between the writer and the reader.
Global Cendekia Vocational High School is one of the schools that used
KTSP Curriculum in teaching and leaming process. According to this curriculum,
there are some kinds of text taught in Vocational high school. This includes
narrative, descriptive, recount, report, and procedue texts.
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The basic competence of reading stated in the syllabus that students at
Global Cendekia Vocational High School should be able to comprehend the
meaning of some texts. Particularly for the eleventh grade students, one of the
texts taught is recount text. Thus, they must be able to comprehend the meaning of
recount text. Recount text is a text which retells events or experiences in the past.
Its purpose is either to inform or to entertain the readers. There is no complication
among the participants. It consists of three elements; orientation, events, and
reonentatlon-
Based on the researcher's preliminary observation on May, 17,24 arl.d3l,
2018 in Global Cendekia Vocational High School of Kampar Regency, the
researcher found that English, especially reading, was taught and leamed in all
grades, from the first to the third grade. This school has sufficient facilities for
reading such as library, but the students are not interested in reading there. This
school also has done a lot of efforts to improve the students' English competence.
An example was that the English Club for students' extracuricular activities.
Besides that, there were also English day, English zone and also support through
social media such as whatssup group to explore their English. Yet, although this
school has done a lot of efforts to improve the students' English competence
especially in reading, but in fact the students did not seem improve in their
reading comprehension and some students still had diffrculties in reading.
Meanwhile, teacher taught the students by using lecturing. First, the teacher
explained the material and then asked the students to question, after that gave the
5
students exercise. However, the strategy which was used by the teacher still
cannot help the students to comprehend recount text properly.
It could be seen from students' ability in comprehending the meaning of
the text which was still far fiom the expectation of the curriculum. The indication
is that the students were not able to achieve Minimum competency criterion
(KKM), that is 70. Although this is not the KKM for reading, bur most of
Competency Standard that should be mastered by the students is about reading
texts, passages or dialogs.
To teach the students needs an appropriate and interesting strategy in order
that students' comprehension can be improved. In this study, the researcher used
Jeopardy and Board Game as altemative techniques in teaching reading. Games
have been proven useful in improving learning in classes. By using *re game, the
students will be active in leaming. Meyers and Jones ( 1993 : 13) define active
leaming as "any activity that substantially involves students with course content
through talking and listening, writing, reading, and reflecting". According to
Revere (2004) playing Jeopardy in the class improves students understanding and
therefore course satisfaction. Jeopardy Game can be used as a form of classroom
review, to increase student interaction, and track comprehension.
Richardson (2015:1) suggested to make a Board Game based on themes of
the text to demonstrate reading comprehension. Thus, any themes of the text can
be used in this game included recount text. However, Parlett in El Shamy
(2001:53) defined Board Game as "theme games" and often based on popular
formats that is used.
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Ir-urthermore, Fitzparrick (2011;l) said that Board game requires putting
into action everlthing that is read, and it can improve reading comprehension. In
this case, game is also used as an activity which is entertaining and engaging,
often challenging, and an activity in which the leamers play and usually interact
with others (wright, 2006: 1). ln accordance with the phenomena above, it is clear
that some of the students are still encountering difficulties in leaming English
especially in terms of comprehending the meaning of recount text. Thus, based on
the problem that the writer mentioned and to improve students' reading
comprehension, it is necessary to investigate the problems above into a research
project entitled: "The Elfect of Using Jeopardy and Board Game on Students'
Reading Comprehension at Global Cendekia vocational High School ol
Kampar Regency' .
1.2 Statements of the Problem
Reading is one of the receptive skills that has an important role in leaming
English as a school subject. Furthermore, Harrison (2004) stated that the
importance of reading in relation to human development. Reading determines how
the students are able to think, that it has fundamental effect on the development of
imagination, and thus exerts a powerful influence on the deve lopment of
emotional and moral as well as verbal intelligence and therefore on the kind of
person they are capable of becoming. Thus, reading needs knowledge to
comprehend the texts because by gaining knowledge readers can receive
information from the text.
Reading is an essential skill that should be completed with comprehension.
Thus, besides reading, the students should comprehend the text. Reading
Comprehension can be defined as a process of interpreting meaning, not only
reading the words, but also proceeding and even interpreting knowledge efficienly
and fluently. Klinger (2007:17) stated that reading comprehension is a process of
constructing meaning, coordinated with complex prcoess€s, included word
reading, words and world knowledge, and fluency. To teach reading, a teacher
needs to use the apropriate strategy because matching learning style and teaching
method will result in students' better achievement. Perhaps, by using Jeopardy
and Board Game, students can be active in learning and pass the passing grade in
curriculum used by the school.
Based on the phenomena experienced by snrdents at the eleventh gmde
students of Global Cendekia Vocational High School, it appeared that the students
still faced diffrculties in reading. The weaknessess above might be caused by the
several factors, which may come from studenls themselves or their surroundings.
Preliminary study conducted at the school indicates that some of the students were
not able to identiry main idea or understand the information and the events iq for
example, re,count texts. They alsofaced difficulties to identi$ communicative
purposes, generic structure and language feature of recount texts. Some of the
students were also not able to find the reference and inference word in the texts.
They also had diffrculties to find the meaning of vocabulary especially




As the resez,cher stated before that many factors influence the students to
gain the instructional objectives in reading comprehension, such as extemal and
intemal factors. Extemal factor comes from the contexts such as family, school,
society, and environment, while intemal factor comes from intelligence,
motivation, and Personality. However, the students are expected to be present on
time and practice actively to absorb, seek and apply the skill and knowledge
shared in the classroom or other leaming activities. These complimenting
engagement between teacher and students to generate conductive classroom
environment and improve the students reading comprehension. Here the teacher
needs an approriate way which emphasizes the role of a teacher as an instructor
and facilitator in order to engage the students in the teaching and leaming process.
Some previous studies have discussed about the use of Jeopardy ald
Board game. For example, Benek-fuvera (2004), talked about the active leaming
as a result of using Jeopardy in teaching. He suggests that Jeopardy can increase
students' motivation in leaming. Besides, the students have fun playing Jeopardy
and it providesoportunity for team work, and also reinforces students' leaming.
As for Board Game, Viray (2016) conducted a study about Engaging
$udents through Board Games: Measuring Its E{fectiveness on Academic
Performance. The Results revealed that the experimental goup who was
exposed to the board games has higher academic performance as reflected in
their mean score.
In this research, the games are not fully to be applied in the teaching and
leaming process. Based on the previous research, Jeopardy is combined with
Reading Aloud strategy, while Board game is combined with silent Reading
activity. In this research, both Jeopardy and Board Game will be combined with
Reading Aloud strategy in order to know whether there is a significant effect on
students' reading comprehension after the use of Jeopardy and Board Game by
the teacher.
1.3 Delimitation of the Problem
In accordance with the statement of the problem stated above, it was clear
that there were several problems involved. Thus, the writer needed to delimit the
problems to the students' inability in reading recount text ,*,hich includes
inability to find the main idea of the tex! factual information, meaning of
vocabulary, inference and reference word related to the reading text given. To
help the students in comprehending the text, Jeopardy and Board Game were
used as the media in teaching reading comprehension. The research was
conducted to the eleventh grade students of Global Cendekia Vocational High
School in Kampar Regency. And the last, the data on the students, reading
comprehension was gathered using a written test (multiple choice) which is
consist of 20 questions.
1.4 Research Question
Based on the delimitation of the problem stated above, thus the
problems of this study are formulated into the following research questions:
a. Is there any significant effect of using Jeopardy Game on students,




b. Is there any significant effect ofusing Board Game on students' reading
comprehension at Global Cendekia Vocational High School, Kampar
Regency?
c. Is there any significant difference in improvement of reading
comprehension between students taught using Jeopardy and students
taught using Board Game at Global Cendekia Vocational High School,
Kampar Regency?
1.5 Goal and Objectives of the study
The goal of this study is to investigate the effect ofusing Jeopardy and
Board Game on students' reading comprehension of recount text a1 Global
Cendekia Vocational High School.
More specifically, this goal is presented into the following objectives:
a. To examine whether or not there is a significant effect of using Jeopardy
Game on students' reading comprehension at Global Cendekia
Vocational High School, Kampar Regency.
b. To examine whether or not there is a sipnificant effect of using Board
Game on students' reading comprehension at Global Cendekia
Vocational High School, Kampar Regency.
c. To find out whether or not there is a significant difference in
improvement of reading comprehension between students taught using
Jeopardy and students taught using Board Game at Global Cendekia
Vocational Higlr School, Kampar Regency.
1.6 Significance of the study
The findings of this study are potentially useful and valuable, especially for
students and the teachers of English of the eleventh grade at Global Cendekia
Vocational High School in improving the teaching and leaming process in the
future. Besides, the findings are also expected to be positive and valuable
information for those who are concemed in the world of teaching and leaming
English as a foreign or second language and those who are concemed with the
world of language teaching in general. In general, the study is expected to provide
practical and theoretical infomration to contribute to the development ofsecond or
foreigrr language teaching as a field of knowledge and as a profession. Finally, at
the personal level, the study has sigrrificantly contributed to the writer's capacity
as a novice researcher in leaming how to conduct a research project.
1.7 Rationale of thc Study
The writer believes that there was a general dissatisfaction among school
teachers regarding the low level of reading comprehension achievement of the
students. Meanwhile, reading is one of the most important language skills in
academic field. It is also one of the most complex skills in developing second
language fluency because, in reading, people do not only activate their language
competence but also their competence in connecting the text to the context.
Reading has many contributions in enhancing and enriching students' knowledge.
Nowadays, reading is an essential skill for all students at all levels, starting fiom
el€mentary school up to university. Therefore, the writer took the students'
reading comprehension as one ofthe variables in this study.
ll
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To master reading skill, readers need good comprehension in reading and
that involves thinking process. Most of the students in the preliminary stage of
this study complained that they had to spend much time in reading comprehension
lesson but they still could not achieve the satisfactory result. Thus, it was crucial
to conduct this study as a step towards improving students' reading
comprehension and increasing their performance by using Jeopardy and Board
Game techniques.
Besides, a lack of motivation in attending language courses was a presistent
problem that most teachers who teach English to students enrolled in professional
courses face. Then, when language classes were attended, the biggest challenge
lies in motivating students in reading activity. Reading passage was bound to be
too difficult for them and they predict that the whole experience will be frustrating
and motivating, such attitudes often due to unsuccessful experience in reading.
The writer used Jeopardy and board game due to the phenomena that can't
be avoided by teachers, that is, the world of garning through the ICT which is also
gowing rapidly and some of its consumers are students. In accordance with the
development of technology in this er4 the students tend to play both online and
offline game in their mobile phone. Because playing game is one of their hobbies,
so that tle writer is interested to integrate the game to the learning of English in
the classroom. Jeopardy and Board game have the same characteristics which
consist of some questions that would be answered by the students. Althought they
have the same characteristics, in this research Jeopardy applied by Using ICT
l.t
(laptop, projector, and in form of power point slides). However, Board game was
applied on the Board,{Paper which would be played by the students.
In this research, the writer chose Global Cendekia Vocational High School
as the research location because this was the new school in Kampar regency
where English is one of Priority subjects that should be mastered by the students.
Besides , this school also has enough students for the population of this shrdy.
The eleventh grade students were choosen as the population of this study
because they had had a year of experience to study English at Vocational High
School, which could be used as the foundation of the students' English
knowledge and skill. Recount Text was taught to the eleventh gmde students in
the second semester. Thus, this matched with the research schedule.
1.8 Definition of Key Terms
In order to avoid misundentanding, it is important to define several key
terms used in this study as follows:
1. Effect
According to Cresswell Q0l2:621), effect is the inlluence of each
independent variable on the outcome of dependent variable in an experiment. In
this research, effect is defined as the influence of using Jeopardy and Board Game
on studenls' reading comprehension of recount text at the eleventh grade students
of Global Cendekia Vocational High School Kampar Regency.
l4
2. Jeopardy
The Jeopardy game is a creative yet meaningful format for reviewing for a
course (Joan, 2004:107). Based on Joan and Methew (2004), Jeopardy Game is
the popular television game show and is presented as an active leaming
technique designed to motivate students to actively participate in class. It
requires students to assurne more responsibility for leaming, reinforce lessons
previously taught and add variety to classes by providing a fun environment.
This technique is suitable for almost any cotrrse and level of students. In this
study, Jeopardy means an instructional game used by the teacher to improve
students' reading comprehension.
3. Board Game
Fitzpatrick (2011:1) said that Board game requires putting into action
everlthing that is read, and it can help improve reading comprehension.
Participans sit around a game boarq roll dice, take turn and answer question.
Meanwhile, Board game in this research is a game which is used by the writer to
know its effect on students' reading comprehension of recount text at the eleventh
grade of Global Cendekia Vocational High School, Kampar Regency.
4. ReadingComprehension
According to Klingner (2007:8), reading comprehension is the process that
involves many interactions between readers and what they bring to the text as well
as variables related to the text itself. In this study, reading comprehension means
comprehension of the students in reading recount text, with a focus on identiffing
the meaning and undersanding the text itself.
CHAPTER II
REVIf,W OI' RELA,TED LITERATURE
This chapter reviews relevant theories and concepts about Reading
Comprehension, and Jeopardy and Board Games. [t also presents a review of
several previous related studies, the operational concept, and the hypotheses of
this research. Each ofthese sections is presented in more detail below.
2,1 Reading Comprehension in Engtish Language Learning
Murcia (2001:154) defined reading as an interactive, socio cognitive
process, involving a text, a reader, and a social context in which the activity of
reading takes place. In reading, an individual constructs meaning through a
transaction with written text that has been created by symbols that represent
language. The transaction involves the reader's interpretation in which this
interpretation comes from reader's background knowledge about langrrage,
experiences and cultural framework. However, the expectation and intent when
the reader reads is to make meaning and to comprehend what he or she reads to
gain the information from the text.
However, Hasibuan (2007:l 14) stated that reading is an interactive process
that goes on between the reader and the text, resulting in comprehension. The text
presents letters, words, sentences, and paragraphs that encode meaning.
Meanwhile, according to Tankersley (2003:90), comprehension requires making
meaning from words when listening, speaking, reading, and writing. Good readers
have a purpose for reading and use their experiences and background knowledge
to make sense of the text.
t5
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Making connections is the key to comprehension. A reader does nol
comprehend unless she makes connections and are able to process the words that
she reads at the thinking level. Comprehension is the center of reading. Dom
(2005:14) stated that comprehension is a complex regulated by cognitive,
emotional, perceptual, and social experiences. When individuals read, they apply
a range ofcomprehending strategies to monitor and sustain the meaning.
Based on the definition above, it can be concluded that reading is an
interactive process between a reader and a writer; from a text and comprehension
means understanding what the text tells about. Reading comprehension is a
multicomponent, highly complex process that involves many interactions between
readers and what they bring to the text (prior knowledge, strategy use) as well as
variables related to the text itself (interest in text, understanding of text typ€s).
Reading comprehension also involves much more than readers' responses to text,
but it is a complex process where the reader can comprehend a text.
a. Purpose of Reading
Reading is also an activity with a pwpose, Hasibuan (2007:l l4). There are
several purposes why persons read, they are:
l) Reader may read in order to gain information or verify existing
knowledge.
2) To critique a writer's ideas or writing style.
3) To enhance knowledge of the language being read.
4) For enjoyment.
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Moreover, Murcia (2001:187) pointed out that in academic setting, students
leam to read for multiple purposes such as:
l) to search for information,
2) for general comprehension,
3) to leam new information, and
4) to synthesize and evaluate information.
Furthermore, Harmer (2007:99) stated that there are many reasons
why getting students to read English text is an important part of the
teacher's job. Many students want to be able to read texts in English either
for their careers, for study purposes or simply for pleasure. Reading is also
useful for language acquisition. Providing that students understand more or
less of what they read, the more they read, the better they get at it.
Regarding with the purpose of reading stated above, it can be
concluded that there are several puposes of reading. When reading, the
reader reads for several purposes such as; to find out main idea (skimming),
to locate specific information (scanning), to leam information, to synthesize
information from multiple texts and also for pleasure, with the intention of
being entertained or informed and the last is to engage the knowledge.
The reader uses knowledge, skills and strategies to determine what
the meaning is. To get the meaning or comprehend the text, it is important
to have several competencies below:
l8
1) Linguistic Competence means the ability to recognize the
elements of writing system; knowledge of vocabulary;
knowledge ofhow words are structured into sentences.
2) Discourse Competence means the knowledge of discourse
makers and how they connect parts ofthe text to one another.
3) Sociolinguistic Competence means the knowledge about
different types oftexts and their usual structure and content.
4) Strategic Competence means the ability to use top-down
strategies as well as knowledge of the language.
From the competencies stated above, actually those are related to the
purpose of reading stated before. The purpose for reading and the type of
the text detemrine the specific knowledge, skills, and strategies that a
reader needs to apply to achieve comprehension. Thus, the competencies
stated above are very important to the readers in order to be able to
comprehend a text.
b. Types Task of Reading
There are several types of reading task that a teacher can provide for
classroom activities. Brown (2003:189) pointed out that there are four task
types of reading, namely:
1) Perceptive
Perceptive reading tasks involve attending to the components of
larger stretches of discourse: letters, words, punctuation, and other
gaph emic symbols. Bottom-up processing is implied.
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2) Selective
This category is largely an artifact of assessment formats. In
order to ascertain one's reading recognition of lexical, grarnmatical, or
discourse features of language within a very short strelch of language,
certain typical tasks are used: pictue-cued task, matching, true/false,
multiple choice, etc. Stimuli include sentences, brief paragraph, and
simple charts and graphs.
3) Interactive
Included among interactive reading types are stretches of
language of several paragraphs to one page or more in which the reader
must, in a psycholinguistic sense, interact with the text. Tlpical genres
that lend themselves to interactive reading are anecdotes, short narrative
and description, excerpts from longer texts, questionnaires, memos,
announcements, directions, recipes and the like. Top-down processing
is typical of such tasks, but bottom-up performance may be necessary.
4) Extensive
Extensive reading applies to texts of more than a page, up to
including professional articles, essays, techrical reports, short stories,
and books. The purposes of assessment usually are to tap into a
leamer's global understanding of a text. Top-down processing is
assumed for most extensive task.
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Regarding with the types of task stated above, it means that the
teachers should give the task based on students' level in leaming in
order to make it run well. Thus, the objective of leaming will be
achieved successfuly.
c. Micro and Macro skills of Reading Comprehension
Besides the above types, there are also skills in Reading
comprehension namely: micro and macro skills of reading
comprehension. Brown (2003:187) pointed out that macro and micro
skills below represent the spectrum of possibilities for objectives in
the assessment of reading comprehension.
1) Micro skills
a) Discriminate among the distinctive graphemes and
orthogaphic pattems of English.
b) Retain chunks of language of different lengths in short-term
memory.
c) Process writing at an eflicient rate of speed to suit the purpose.
d) Recognize a core of words, and interpret word order pattems
and their significance.
e) Recogrize grammatical word classes, systems, pattems, rules,
and elliptical forms.
f) Recopize that a particular meaning may be expressd in
dillerent grammatical forms.
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g) Recognize cohesive devices in written discourse and their rolc
in signaling the relationship between and among clauses.
2) Macro skills
a) Recognize the rhetorical forms of written discourse and their
signifi cance for interpretation.
b) Recogrrize the communicative function of written texts,
according to form and purpose.
c) Infer context that is not explicit by using background
knowledge.
d) From described events, ideas, etc., infer links and connections
between events, deduce causes and effects, and detect such
relations as main ide4 supporting ide4 new information, given
information, generalizations and exemplification.
e) Distinguish between literal and implied meanings.
f) Detect culturally specific references and hterpret them in a
context ofthe appropriate cultural schemata.
g) Develop and use a battery of reading strategies, such as
scanning and skimming, detecting discourse markers, guessing
the meaning of words from context, and activating schemata
for the interpretation of text.
From the macro and micro skills stated above, it can be
concluded that those skills are guidance for teachers to know the
ability of their students. Those are also related to the types of task that
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a teacher provides in assessing studenls leaming especiatly in terms ol
reading comprehension. From the macro and macro skills, a teacher
knows whether or not the leaming objectives are achieved.
There are also five basic comprehension processes that work
together simultaneously and complement one anotler: micro processes,
integrative processes, macro processes, elaborative processes, and
metacognitive processes. Syahputra (2014:94) stated that these five
reading processes should be considered by teachers. Each of these
processes is described below:
1) Micro process
A reader's first task is to derive meaning from the
individual idea units in each sentence and to decide
which of these ideas to remember. At least two
processing skills are required for the understanding of
individual sentences.
2) Integrativeprocesses
Readen can recall what they read only if the
individual ideas are connected into a coherent whole.
This means that the relationship between clauses and/or
between sentences must also be comprehended,
3) Macro processes
Ideas are connectd and retained in memory more
effectively if they are organized around an overall
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organizational pattem. The main topics in an organized
text make up a kind of summary. The process of
synthesizing and organizing individual idea units into
sunmary or organized series of related general ideas can
be called macro processing.
4) Elaborativeproceses
We often make inferences not necessarily intended
by the author and not required for a literal interpretation.
The process of making inferences not necessarily
intended by author can be called elaborative process.
5) Metacognitive processes
Metacogr.itive may be loosely defined as conscious
awareness and control of one's own cognitive processes.
This involves knowing when one does or does not
understand something and knowing how 1o go about
achieving a cognitive goal, such as successful
comprehension and long term recall.
d. Teaching Reading Comprehension
In teaching reading, there are several principles that must considered
by the teacher. These teaching principles may guide the teacher in the
process of teaching reading. Harmer (2007:l0l) stated that therc are six
principles in teaching reading as follows:
I ) Encourage students to read as often and as much as possible.
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The more students read, the better they get at it. Everything
teachers do should encourage students to read extensively as well
as intensively.
2) Students need to be engaged with what they are reading.
Outside normal lesson time, when students are reading
extensively, they should be involved in joyful reading. The teacher
should try to help them get as much pleasure from it as possible.
Yet, during lessons the teacher ensures that they are engaged with
the topic of a reading text and the activities they are asked to do
while dealing with it.
3) Encourage students to respond to the content of a text (and explore
their feelings about it), not just concentrate on its consauction.
It is important for students to study reading texts in class in
order to find out such things as the way they use language, the
number of paragraphs they contain and how many times they use
relative clauses.
4) Prediction is a major factor in reading.
Expectations are set up and the active process of reading is
ready to begin. In class, teachers should give students 'hints' so
that they also have a chance to predict what is coming.
5) Match the task to the topic when using intensive reading texts.
Once a decision has been taken about what reading text the
students are going to read (based on their level, the topic of the text
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and its linguistic and activation potential), teacher needs to choose
good reading task.
6) Good teachers exploit reading texts to the full.
Good teacher integrates the reading text into interesting
lesson sequences, using the topic for discussion and further tasks,
using the language for study and then activation and using a range
of activities to bring the text to life.
From the explanation above, it can be concluded that teaching reading
is not an easy job because there are some factors that can affect students'
success in leaming, such as the factor from teachers, students,
environmental conditions, subject matter, and techniques to teach or leam
the lesson material.
Thus, one of the most important aspects of teaching reading is the
selection of the reading text. The reading selection should not contain the
marked dialect or slang features. The selection should have high interest
value to the students and the content should not contrast to the students'
own cultural values.
e. Assesing Reading Comprehension
Assesing reading comprchension is important in order to know
whether or not the students understand the text. Related to the types of task
in reading, thus to asses reading comprehensiorq also has different
measurcment. In this Researctr, interactive reading types are used. Brown
(2003:204) designed the assessment to asess interactive reading called
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lmpromptu Reading Plus Comprehension questions in Reading
comprehension passage. It is noticed that this set of questions, based on a
250-word passage, covers the comprehension ofthe following features:
a. main Idea (topic)
b. expressions/idioms/phrases in context
c. inference (implied detail)
d. grammatical features
e. detail (scaruring for a specifically stated detail)
f. excluding facts not written (unstated detail)
g. supporting idea (s)
h. vocabulary in context.
The questions represent a sample of the test specifications for
TOEFL reading passages, which are derived from research on a variety of
abilities good readers exhibit.
For many students, however, it is neither easy or nor straighforward.
Assesing reading:Multiple measures contains a collection of formal and
informal reading assessments for use with students in Kindergarten-Grade
12. These ass€ssments assist the teacher in targeting areas of strength and
weakness, in monitoring student reading development, and in planing
approproate instruction.
In Grades 4-12, assessment plays a role in monitoring progress as
well as in identifring causes of reading difliculties, especially for
struggling adolescent readers. In conclusion, different types of reading
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require different instrumenls of task, and also dilferent grades of the
students requires different levels of difficulties of the measurements.
2.2 The Concept of Recount Text
According to Endrawati (2018:14), recount text is a text that tells the
reader about one story, action or activity. Its goal is either to entertain or
inform the reader. Recount is a piece of text that retells past events or
experience in the past, usually in the order in which they happened.
Thus, the purpose ofa recount text is to give readers a description of
what happened and when it happened in the past. Because events in recount
texts happened in the past, so that recount text is normally presented in the
past tense and temporally sequenced.
a. Types of Recount Text
There are three types ofrecount texts, namely:
l) Personal Recount: telling about the personal experience of the writer
in the story.
2) Factual Recount: retelling events or incidents such as a newspaper
report, an accident report, and etc.
3) Imaginative: taking on a fictious role and relating imaginary event.
Although there are several types of recount text, but usually the
typ€ that is often used in the classroom in teaching and leaming process
is personal recount or someone's experience. Usually the recount text
that is used in vocational high school such as the one in this studyis in
the form of someone's biography.
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b. Generic Structure ofRecount Text
In recount text, generally there are tkee parts or generic
structure., These are:
1) Orientation; This part tells who was involved, what happened, where
the events took place, and when it happened. In other words,
orientation means introducing the participants, place and time.
Example: Last night, I read an article about adolescence in a
magazine.
2) Events (event I and 2); This part tells what happened and in what
sequence or describe series of event that happened in the past.
Example: After I finished reading the article, I remembered my own
adolescence; To divert my emotions, I took many extra-curricular
activities.
3) Reorientation; This part consists of optional-closure of
eventVending.
Example: I was able to control my emotiow and to have a place
where I could express my creativity in positive ways.
The following text is an example of recount text;
My Experience Meeting with Taufrk llidayat.
Orientation
Last Sunday, there was Thomas Cup Badminton championship
between Indonesia nad China- It was held on Istora Gelora Bung Kamo. I
went to Istora Gelora Bung Kamo with my brother, Andi.
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Events
Before entering Istora Gelora Bung Karno, we looked at the bus
that took Inonesian badmintoon team players. I saw Taufik Hidayat,
Muhammad Ahsan, Hendra Setiawan, Hayom Rumbaka, Annga Pratama,
Rian Agung and the other Indonesian badmintoon players in that bus.
They were very handsome. Then we followed that bus to main-entrance.
I found that Taufrk Hidayat left fiom the bus. When we wanted to get
close to Taufik Hidayat, a security guard held me back. But, I thought
that security guard was familiar because he was my old friend when I
was in senior high school, he was An&e. After that he let me in. Finally I
could meet Taufik Hidayat and got his signature.
Reorientation
Then I went back to my seat at the Istora stadium to support
Indonesian team. The supporters were very crowded. They shouted "[N-
DO-NE-SIA" during the match.
In conclusion, a recount starts with an orientation which
introduces participants (who) and provides the setting (when and where).
Following the orientation, a series events was recorded. Finally,
reorientation gives the conclusion or ending of the story.
c. Language Features of Recount Text
In recount texts, the features of language can be seen in the
followings:
1) lntroducing personal participant: I, my $oup, etc.
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2) Using chronological connecrion: then, first, next, after that etc.
3) Using linking verb: was, were, saw, heard, etc.
4) Using simple past tense (V2)
2.3 Using Jeopardy Game to Improve Students' Reading Comprehension
Jeopardy game is activity that encourages students to think
about the quality questions which may lead to a particular answer. It has
the potential to stretch more able students who may think creatively
about possible altemative question (Nothem, 2007: 40). Jeopardy is
adopted from television quiz show and adopted into language game for
educational tool by Friedman (201 t : 31). Jeopardy also helps the students
remember and review what was covered in previous lectues.
a. Concept of Jeopardy Game
Based on Joan and Methew (2004), Jeopardy Game is the popular
television game show and is presented as an active leaming technique
desigrred to motivate students to actively participate in class and assume
more responsibility for learning, reinforce sh-ldents previously taught, and
add variety to classes by providing a fun environment for structure and
students alike. Thistechnique is suitable for almost any course and levels
of students.
Based on statements above, it can be concluded that Jeopardy
game in this research is a kind of technique for teaching reading by
allowing the students to work in groups and compete to win the game by
answering questions from questions provided.
Jeopardy has two kinds of implementation, high{ech version and
low-tech version. In high tech version. it requires computer, PowerPoint,
and a TV or projector in the classroom. In low tech version, it requhes
paper, card, blackboard, and magnet. The writer used Power Point and
projector to make the class interesting.
Jeopardy game is the same as "Family 100" game in indonesia. In
the fiont, there are some topics or indicators that depend on what topic that
is discussed. Then, there is also score 100-500, while in the back of the
scores are questiorB related to the topic that is discussed. The higher score
has also the Higher Order Thinking (HOT) questions. Therefore, it makes
the game more challenging for the students.
b. The Advantsges ofJeopardy Game
Ia teaching vocabulary by using Jeopardy game, it is a geat way
to reinforce curriculum during class time. It also is a valuable educational
tool in other situations as well (Friedman, 2011: 3l). In teaching
vocabulary, this game also presents new words; in one meeting there are
25 words that are presented by using Jeopardy game. This game can
make students cooperate with their friends because this game emphasizes
students not to use dictionary so that they will rely on their memories and
inform to each other. Therefore, student' reading comprehension will
increase based on the syllabus in the second semester. Furthermore,
teachers should look at the curriculum or the material that is suitable for
teaching reading by using Jeopardy game.
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c. The Disadvantages ofJeopardy Game
The disadvantages of Jeopardy game in leaming activities: the
first, it's a game that takes time to explain for students to understand
about the game. Second, the teacher must consider the difficulty level of
the questions. Third, the situation of class is usually noisy. Fourth, the
passive students t e n d t o give their responsibility to the active
students because this game is played in the group.
d. Procedure of Jeoperdy Game
According to Benek (2004: 109) the procedure of playing Jeopardy
is as follow:
Step I (5 Minutes). Divide the class into teams of 3 to 5 members.
Each team should be distinguished from one another by team names of
nunbers. The team name can be letter (A, B, C, D, etc). Next, team
members are introducing themselves or exchanging greetings. While the
teacher charts the Jeopardy whether in the whiteboard or powerpoint.
Step 2 (2G.50 minutes). The instructor (teacher) begins the game.
The teacher may select the $oup by pints out as she/he likes or randomly
determined which group that gets the first tum.
Step 3 (5 minutes). Allow at least 5 minutes of class time for a
final Jeopardy, so that final scores and a winner may be determined.
Responses in final Jeopardy also must be in the form of question. The
teacher may wish to tape-record the final Jeoardy music from the TV show
twice (60 seconds) to play while the teams develop their responses.
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In conclusion. the procedures of Jeopardy czm be concluded in the
following procedures:
a) Divide students into groups (3-5 members each group)
b) Let the students select the group n.rmes and they are introducing
and $eeting.
c) Chart the Jeopardy and demonstrate the rules.
d) Show the slides on power point. The first slide includes topics and
5 scores (100-500) and there are questions or clue behind.
e) Command students from the first group who can to quickly raise
their hands.
f) Choose one topic with one score they want. (such as main idea,
language feature, generic structure, inference and refence word)
g) If the group cannot answer the question or clue, the teacher
choose t h e other gloup members who raise hands up quickly.
h) The students cannot us€ the dictionary but they can ask their
member of group about what is the answer.
i) The group who get the highest score is the winner.




Figure of Jeopardy Game
2.4 Using Board Game to Improve Students' Reading Comprehension
According to Homby, Board means a surface marked with pattems
on which certain games arc played. Besides that, El Shamy ? Said that
Game is a competitive activity involving skill, chance, or endurance
played according to the rules. Thus, board game means a game based on a
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certain pattem played on a board. Board game can be designed for more
than one type of game and can also be modified in terms of the length of
time needed for playing.
a. Concept of Board Game
According to Wright (2006: l), the word game is related to an
activity which is entertaining and engaging, often challenging, and an
activity in which the leamers play and usually interact with each other.
For example, Board Game creates warrn and happy atmosphere where
teacher and studenls enjoy working together. Teacher arranges good
atmosphere in classroom and make the students interested in leaming.
Besides, El Shamy (2001:54) stated that Board Game is an
excellent means of practicing and refining participant knowledge of
concepts and principles. They also work very well for practicing the
application of models that have been covered in the training.
Furtlennore, Wdstad (2010:l) stated that while a board game is
not new, the playing of board games is timeless. Many of us enjoy
playing a good Board Game now and then. Many types of Board Game
can be used to teach students many important concepts, There are five
important concepts for playing Board Game that can be used to teach
students: Taking Tums and Having Patience, Playing Fair, Reasoning
and Strategy Skills, Good Sportsmanship, Friendships and Working
Together.
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I ) Taking Tums and Having Patience: In Board Game, students are
taught to wait for their tum. Sometimes this can be hard as
students tend to get anxious. However, as this skill is practiced, it
will get easier for them in Board Game and in playing with friends
and siblings in general.
2) Playing Fair: It is so easy for students to get upset when they lose a
tum or things dont go the way they planned, but it is important for
them to leam that cheating is not fair. In a way it follows the
golden rule because they wouldnt want someone else to cheat so
they need to not cheat. Leaming this concept will help students as
they grow older and have different disappointrnents when things
don't tum out as planned. It will also teach them to be honest in
school and, later on, the workplace.
3) Reasoning and Strategy Skills: Playing Board Game will help
students reason and strategize about the best way to "play their
cards" to their best advantage. This is an important concept in
making everyday life decisions throughout life.
4) Good Sportsmanship: Many students get so worked up about
having to win the game and boast if they do. Then if they don't win
they may be bitter or say hurtful things. Students need to know that
having fim is the most important paa of playing the game and to be
humble and have good sportsmanship no matter who
wins. Leaming this concept can help them in any friendships they
have as well as to be happy about others achievements.
5) Friendships and Working Together. Perhaps, one of the best
concepts that can be learned from playing Board Game is the
bonding and unity that comes along with it. Playing g:rme as a
family can bring them closer together. Sometimes, playing games
as teams can teach the family, or friends to work together for a
cornmon goal and when the students work in group of couse they
will have strong relationship and each other.
From the explanation above, it can be concluded that playing
Board Game really builds the good character and behavior of the
students. For example being honest, fair, responsible, patience,
working together and so fo(h.
Figure 2.2




There is START and FINISH in this Board game. 1'his game is
similar with snake and ladder and Ludo game, where, the winner of
the game is who gets the box to finish firstly. The box consist of some
questions and the students should answer the question. Besides some
questions, there is punishment of several boxes. Thus, it makes the
students feel challenging to play this game.
b. The Advantages of Board Game
According to Dewar Q009:2), there are many advantages of
using Board Game in the classroom. They are:
1) The students will enjoy playing the Board Game.
2) Board Game encourages students to detect pattems of a material.
3) Board Game encourages snrdents to plan ahead.
4) Board Game encourages students to predict the outcome of
alternative moves.
5) Board Game encourages students to leam from experience.
In conclusion, Board Game can be used to teach critical thinking
to students because every tum of them, they will tell about the topic
they got. Board Game also provides language practice in the various
skills; speaking, vwiting, listening and reading. Board Game usually
involves friendly competition and they keep students interested in
leaming the language. Finally Board game can help the students learn
about new words more easily.
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c. Procedures of the Game
Before implementing the Board Game, Sugar (2002:34) stated
that the following preliminaries are the procedures to actual game play
that help create the structue for the game and a game plays
environment. They may include these activities:
l) Dividing the class into sub-groups or teams.
2) Seating each team at its own table.
3) Getting players lined up in established game play areas.
4) Having teams select team names.
5) Getting teams to assign roles to players and establishing procedures
for knowing which team member should respond to a question.
6) Distributing game materials, including game sheets, paper, and
pencils.
7) Distributing score sheets, question sheets, and other garne
materials.
8) Displaying game information and player instructions.
Next, the teacher introduces the game to the students and
describes the rules. This introduction, along with an interesting
classroom layout, should help motivate students to play. The teacher
may also want to ask if there are any questions about the rules, ask one
or more students to restate the mles to ensure that the players
understand what is expected of them.
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2.5 Related Study
Many experiences show that teaching English through Game is
effective to improve students personality and reading comprehension. In
this research, the writer takes some related studies. Futher information for
several related studies arepresentedbelow.
Benek-River4 and Mathews (2004) investigated on Active Learning
with Jeopardy. This article explains that the Jeopardy exercise outlined is
based on the popular television game show and is presented as an active
leaming technique designed to (a) motivate students to actively participate
in class and assume more responsibility for leaming, (b) provide an in-
class oportunity for team work, (c) reinforce students' leaming of course
concept previous taught and (d) add variety to classes by providing a fun
environment for instructor and students alike. This article suggests using
Jeopardy to review for exams. It concludes with a discussion of the
effectiveness of the Jeopardy technique.
In this article, the author states about how to apply Jeopardy in the
classroom, starting from the history of Jeopardy, the concept, preparation,
the nrles and the procedures in aplllng Jeopardy. The last is about the
findings. They said that Jeopardy technique meets the intension and
objectives of the research.
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The similarities of this artiole to this study is that the discussion
about the Jeopardy game that can motivate the students in learning English.
While the difference is that, this article focuses on Jeopardy game while
this study focuses on the effect of using Jeopardy and board game on
students' reading comprehension.
Simkin (2013) conducted a study entitled Ploying Jeopardy in the
Classroom: An empirical study. Playing TV game shows such as Jeopardy
or survivor in the classroom can be fi.rn. This is an experimental trials to
find out whether the Jeopardy improve shrdents' understanding of course
concept. This article reported the use of a customized Jeopardy game by
the author and the results of eight trials using it in the classroom. The aper
also described how the author solved such mechanical problems to
determine which contestant wins the right to answer and how to keep score
without an automated system.
Another way to measure teaching effectiveness is to assess student
perceptions of the game. An in-class survey constructed for this purpose
indicated that most students felt they leamed or reinforced their knowledge
about course subjects, they liked a number of things about the game, and
they were enthusiastic about playing Jeopardy again in later classes. These
mixed findings point to the need for more empirical work to identiry what
factors lead to better leaming gains in some se$ings but not in others.
Leathem and Mark (2012) canied out a study entitled I Case Study
of a Jeopardy Style Game Show for Construction Classes. This paper
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explores the concept of non-traditional interactive teaching techniques
through the design, fabrication, and implementation of a Jeopardy style
game show. The idea was developed as a means to create a more engaging
leaming environment for students of a lecture style construction Materials
and Methods class.
The results of the study are encouraging. From a qualitative
perspective, students overwhelmingly agree that interactive learning
methods such as the game show concept present andcreate more interest in
the class. Further, it supports the interactive leaming outcomes that the
student seeks in the classroom environment.
Wiseman and Shane, (2016) conducted an investigation enti ed f&e
Value of Collaboration and Game Play. This study explores the use of
activities in presentation of information to first-year students at an uban
community college. To facilitate student orientation to qrmpus resources,
they presented information in both game-play format and reading activity.
Students were quizzed on the application ofthis information.
The results were contrasted with a control group who did not
participate in either activity. Although inconclusive based on the scope of
this study, the rezults suggested that participation in an activity contributed
to short-term retention of information.
Viray (2016) conducted a study entitled Engaging Sudents through
Board Games: Measuring lts Eflectiveness on Academic Performance.
Students' academic performance has various predictors. It is affected by
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so many factors. This study aimed to determine the el'fectiveness of
engaging students through board games on their academic performance.
The research used a qrrasi-slperimental approach. Data were collected and
treated using mean and t-test to determine the diflerence on the
academic performance of the two groups. Results revealed that the
experimental goup who was exposed to board games has higher
academic performance as reflected in their mean. Moreover, it is also
evident in the findings that there is a significant difference in the academic
performance of the contol and experimental groups.
The similarities of this study to the the current study is on the use
of Board Game to t'ind out its effectiveness in teaching reading
comprehension. The design of both study is also the same (quasi-
experimental). Besides that, both researcher use the same way to collect
the data. On the other hand, the difference of these study are that
dependent (Y) variable. Viray focused on students academic performace,
meanwhile the writer focuses on students' reading comprehension.
Hidayati (2015) conducted an investigation in a study entitled
Improving English Wriling Shlls through Boord Games for Grade X
Students in Semester 1 of SMA Negeri I Pengasih in the Academic Year of
2014/2015. This research was a classroom action research and the
researcher concluded that the Board Game made the class more relaxed
and they could understand the materials better as they could leam from
their peers. The leamers were also being more independent in doing the
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tasks. Working in groups with their own classmates made them more
relaxed in discussing and asking questions about the materials.
The similarities to this study is that this study also involved the use
of board game to teach the students. Meanwhile, the differences is that
Hidayati used an action research while the writer uses quasi-experimental
research. Besides, Irma focused on students' Writing ability while the
writer focused on students' reading comprehension.
As'ad (2011) conducted a study entitled Using Board Games as
Instructional Media to Improve p Speaking Ability of tle Seventh Graders oJ
MTS NU Kraksaan. In this research, the researcher applied collaborative
classroom action research (CCAR). The findings of the research showed
that board games improved the students' speaking ability in asking for and
giving opinion and increased their participation and involvement during the
class activities. Their speaking performance developed in terms of
communication, fluency, and accuracy. Based on the findings, he
concluded that using board games to teach speaking in the classroom could
improve the students' skill and ability in asking for and giving opinion and
their involvemenl
The similarities to this study ison the use of Board Game in
teaching students . Meanwhile the differences is that As'ad used an action
research while the writer uses quasi-experimental research. Besides that
As'ad focuses on students' sp€aking ability while the writer focuses on
students' reading comprehension.
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2.6 The 0perational Concept
Operational concepts are derived from related theoretical concepts on
all of the variables that should be practically operated in a research.
Therefore, the variables investigated should be clearly and operationally
defined into simple words, so that they can be easily measured and
evaluated through the ways of treatments and assessments applied by the
researcher (Syafi '1, 20 14: 1 03.1.
In this research, there are three variables investigated, namely Xl, X2
and Y. The fust is that Jeopardy which is known as independent variable or
variable Xl. The second is Board Game which is known as X2, and the last
is students' reading comprehension (of recount text) which is known as














l. The Indicators ofJeopardy (Variable Xl)
The following procedures are the ways to use Jeopardy during the
teaching and leaming process;
a. The teacher divides students into groups (3-5 members each group)
b. The teacher lets the students select the grcup names and they are
introducing and greeting.
c. The teacher charts the Jeopardy and demonstrate the n-rles.
d. The teacher shows the slides on power point. The first slide includes
topics and 5 scores (100-500) and there are questions or clue behind.
e. After the preparation finished, the teacher commands students for
the first group who can quickly raise their hands.
f. The group can choose one topic with one score they want. (such as
main idea, language feature, generic structure, inference and refence
word)
g. If the group cannot answer the question or clue, the teacher will
choose other group who raise hands up quickly.
h. The students cannot use the dictionary but they can ask their
member of group about what is the answer.
i. The group who get the highest score is the winner.
j. After all questions are answered; the teacher and students discuss it
together.
3.
2. The Indicators of Board Game (Variable X2)
These following preliminaries are the procedures to actual the
game play:
a. The teacher divides the class into suLgroups or teams.
b. The teacher lets the students to sit each tearn at its own table.
c. The teacher lets the students lined up in established game play
areas-
d. The teacher asks the students to select team names.
e. The teacher lets the students to assign roles to play and establish
procedures for knowing which team member should respond to a
question.
f. The teacher distributes game materials, including game sheets,
paper, and something like that.
g. The teacher distributes score sheets, question sheets, and other
game materials.
h. The teacher displays game inforrnation and player instructions.
Students' reeding comprehension (Variable Y)
To know the students' reading comprehension of the eleventh
grade students of Global Cendekia Vocational High School, the writer
determines some indicators based on King and Stanley (20M) for reading
comprehension. They stated that reading comprehension has five
indicators as follow:
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a. Finding Factual lnformation.
Finding factual information requires readers to scan specific
details. The factual information questions that are generally prepared
for students appear with WH question word. There nre many types of
questions; reason, purpose, result, time, comparison, etc in which of
the answer can be formd in the text.
b. Finding Main Idea
Recogrition of the main idea of a paragraph is very important
because it helps you not only understand the paragraph on the first
reading, but also helps you to remember the content later. The main
idea of a paragaph is what the paragraph develops. An efficient
reader understands not only the ideas but also the relative sigrificance
as expressed by the author. In other words, some ideas are super
ordinate while others are subordinate.
c. Finding the meaning ofvocabulary in context
This means that a reader could develop his or her guessing ability to
the word, which he or she is not familiar with, by relating the close
meaning of unfamiliar words to the text and the topic of the text that is
read. The words have nearly equivalent meanings when they have
nearly the same meaning as the word do.
d. Identiffing the references
In English, as in other languages, it would be clumsy and boring to
have and repeat the same word or phrase every time you use it. Instead
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of repeating the same word or phrase several times. after it has been
used we can usually refer to it than repeat it. For this purpose, we use
reference words and being able to identifo the word to which they
refer to will help the reader understand the reading passage. Refemce
words are usually short and very frequently pronouns, such as: it, she,
he, they, this, etc.
e. Making Inferences
Inference is a skill where a reader has to be able to read between
lines. King and Stanley divide making inference into two main parts:
drawing logical inferences and making accurate prediction.
2.7 Assumptions and Hypotheses
A. Assumptions
The writer finds that students have different learning styles in
leaming English. They also have different levels of ability in
comprehending the English text. These differences are caused by many
factors such as motivation, inlelligence, personality, teacher's strategy
and many others.
Although each student has his/her own tendency, the writer
assumes that the students who arc treated with Jeopardy and Board
Game achieve better reading comprehension than those who are not
treated by using them The better Jeopardy and Board Game are applied,
the better students' comprehension of the text will be.
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6. Hypotheses
The hypotheses in this research are formulated as follow:
l. H0 I There is no significant effect of using Jeopardy Game on
students' reading comprehension at Global Cendekia Vocational High
School, Kampar Regency,
Hu l: There is a significant effect ofusing Jeopardy Game on students,
reading comprehension at Global Cendekia Vocational High School,
Kampar Regency.
2. Hoz, There is no significant effect of using Board Game on students'
reading comprehension at Global Cendekia Vocational High School,
Kampar Regency.
Hu 2: There is a significant effect of using Board Game on students'
reading comprehension at Global Cendekia Vocational High School,
Kampar Regency.
3. H6 3. There is no significant difference in improvement of reading
comprehension between students taught using Jeopardy and students
taught using Board Game at Global Cendekia Vocational High School,
Kampar Regency.
H" 3: There is a sigrificant difference in improvement of reading
comprehension between students taught using Jeopardy and students
taught using Board Game at Global Cendekia Vocational High School,
Kampar Regency.
CHAPTER III
METHOD OF THE RESEARCH
This chapter presents the research methodology that was used to investigate
the effect of Jeopardy and Board Game on students' reading comprehension. This
includes rational and description of information conceming research design that
was used, time and location of the research, subject and object of the research,
poulation and sample, instmrnentation, techniques of collecting and analyzing the
data.
3.1 The Research Design
The desigr of this research is a quasi-experimental research. According to
Gay (2000: 367), experimental research is the only type of the research that can
test hypothesis to establish cause and efect relationship. Creswell (2012:309)
stated that there are three kinds of experimental desigr; true, quasi, and pre-
experimental research. He said that quasi-experiments include assignment, but not
random assignment of participants to groups. This is because the experimenter
cannot artificially create groups for the experiment.
In addition, an experiment is the quantitative approach that provides the
greatest degree of control over the research procedures (L.R Gay 2000:15). ln this
research, the writer used quasi-experimental design with non-equivalent control
goup desip- It looks very much like the pretest-posttest control group design
which is an appropriate one to this research in order to find out the effect ofusing
Jeopardy and Board Game on Students' reading comprehension at Global
Cendekia Vocational High School.
5l
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The researcher applied pre-test and post-test design approach to this
research. The researcher assigned intact groups the experimental I and
experimental 2, administered a pre-test to both groups, and treated the
experimental 1 by using Jeopardy Game and treated the experimental 2 by using
Board Game. Finally, the rese.ucher administered a post-test to assess the
differeaces bet',r,reen these two groups (experimental I and experimental 2),
There were three variables investigated in this research. The first was that
Jeopardy (Xl), the second was that Board Game (X2), and the last v/as students'
reading comprehension (Y). Cohen (2007:27 5), et.al stated that an experiment
involves making a change in the value of one variable-called the independent










: pre-tes1 for experimental group I
: pre-test for experimental group 2
: Treatrnent by using Jeopardy
: Treatment by using Board game
: post-test for experimental group I
: post-test for experimental group 2
Group Pre.test Treatment Post-t€st
Erperimental Class I xl TI YI
Experimental Class 2 x2 T2 Y2
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-i.? The Location and the time of the Research
'[his research was conducted tbr two months starting fiom May 2 to
Jrne 22,2019 at Global Cendekia Vocarional High School. It is located on
KM 27 Kualu Nenas, Pekanbaru-Bangkinang Street, and Kampar Regency.
3.3 The Subjects and the Object of the Research
Based on the tittle of this research, the subject of this resemch was the
eleventh grade students of Global Cendekia Vocational High School Kampar
Regency. Then, the object of the research was the effect of using Jeopardy
and Board Game on the students' reading comprehension.
3.4 The Population and the Sample of the Research
a. Population of the research
The population of this research was the eleventh grade students of
Global Cendekia Vocational High School Kampar Regency. There were six
classes of the eleventh grade students v/ith a total number of 188 students.
The specification of the population could be seen on the table below:
No Class Population
I XI.l Multimedia
2 XI.2 Multimedia 3l students
3 XI.l Acoounting 30 students
4 XI.2 Accounting 30 students
5 XI.1 Hearry Equiment
6 XI.2 Hearry Equipment 35 students
Total 188 students
Tsble III.2
The Totel Populetion ofthe Eleventh Grrde Students of




b. Samples of the Research
All of the populations above had the same opportunity to be taken
as the representatives of all samples. The populations of 188 students
were large enough to be taken as sample. Because all populations had the
same characteristic such as their age, the place and time when they study,
thus the writer used cluster random sampling. According to Cohen
(2007:l0l), cluster sampling is used for two reasons; the first is that each
number of the population under study has an equal chance of being
selected, and the second is that when the population is large and widely
dispersed.
It is also explained by Singh (2006:89) that in cluster random
sampling, the sample units contain groups of elements (clusters) instead
of individual members of items in the population. Furthermore, the writer
used lottery to randomly select the clusters (classes), rvhich resulted in
the selection of class XI.l Accounting as an experimental group l, class
XI.2 Accounting as exp€rimental group 2. The total number of students
in these classes was 60 students. Thus, 60 students are representative
enough to be samples of this research. The specification of the sample
could be seen in the table below:
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Table Ill.3
The Samples of the Elevenah Grade Students of
Global Cendekia Vocational High School
No Class Type Students Tolal
Male
XI.IAK Experimental group I t2 l8 30
2 XI.2 AK Experimental group 2 l0 20 30
Total 60
The fint class, labeled as experimental class I (XI.l AK), was
treated by using Jeopardy, while the second class, labeled as experimental
class 2 (XI.2 AK), was treated by using Board Game.
3.5 The Research Procedure
There were some procedures in this research. Three procedures were
administered to collect the data as follow:
l. Pre-Test
Pre-test \vas given to the students before conducting the teaching
and leaming process using Jeopardy and Board Game. It was used to
measure the students' reading comprehension.
2. Treatrnent
ln the treatmnent, the students were taught by using Jeopardy
and Board Game. Teacher t and explained the English lesson
integratedly of four language skills and language components by using
the procedures of Jeopardy and Board Game.
3. Post-Test
Post-test was conducted to the students of the experimental
group after applyrng the treatrnent by uisng Jeopardy and Board Game.




same level ol difficutty. Result of the posrtest was compared with the
pre-test result in order to determine the effect of Jeopardy and Board
Game on students' reading comprehension after they were taught using
each ofthe techniques in six meetings.
a. Teaching procedures for Experimental I (Jeopardy)
I . Pre Activity
o Greeting, raying, and checking students' attandance list
o Asking the students about the last material.
2. While Activity
. The teacher divides students into groups (3-5 members each
grouP)
. The teacher lets the students select the group nirmes and they are
introducing and geeting.
o The teacher charts the Jeopardy and demonstrate the rules.
. The teacher shows the slides on power point. The first slide
includes topics and 5 scores (100-500) and there are questions or
clue behind.
o After the preparation finished, the teacher commands students
for the first group who can quickly raise their hands.
o The group can choose one topic with one score they want. (such




. If the group cannot answer the question or clue, the teacher
will choose other group who raise hands up quickly.
. The students cannot use the dictionary but they can ask their
member of goup about what is the answer.
r The group who get the highest score is the winner.
. After all questions are answered; the teacher and students
discuss it together.
3. Post Activity
o Teacher concludes the lesson.
o Teacher gives assignment.
Teaching procedures for Experimental 2 @oard Game)
l. Pre Activity
o Greeting, raying, and checking students' attandance list
o Demonstrating the students about the objectives of study and
giving motivation.
2. While Activity
. Teacher divides the class into sub-groups or teams.
r Teacher lets the students to sit each team at its own table.
. Teacher lets the students lined up in established game play
a Teacher asks the students to select team narnes.
areas.
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. Teacher lets the students to assign roles to play and establish
procedures for knowing which team member should respond to
a question.
. Teacher distributes game materials, including game sheets,
paper, and sometling like that.
o Teacher distributes score sheets, question sheets, and other game
materials.
. Teacher displays game information and player instructions.
3. Post Activity
o Teacher concludes the lesson
o Teacher gives assignment
3.5 Techniques of Collecting Data
Collecting the data was needed for this study. The writer used Test and
Observation sheet as instruments. Test is used to find out the effect of using
Jeopardy and Board g.rme on students' reading comprehension at the eleventh
grade of Global Cendekia Vocational High School.
The test was administered in two stages. The first was a pre-test given before
the treatment. The second was that the post-test given after the treatment. The
type of the test was multiple choice test that consists of20 questions designed to
collect data on the students' reading comprehension of recount text. The multiple
choice test requireed the students to select a correct answer out of a number of
options. The tests werc given to the experimental group I and experimental group
2 in order to find out the difference of their reading comprehension.
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ln this research, the researcher took the test from the National Examination
for SMK in academic year 201712018. The test was used to collect data on the
students' reading comprehension. This test was valid and realiable because it is
standardized for national examination
The test wzrs given twice, before (pre-test) and after (post-test) treatment
intended to obtain students' reading comprehension at the eleventh grade of
Global Cendekia Vocational High School Kampar Regency.
The data of the research were the scores of the students' pre-test and post-
test of the experimental and control groups in SMK Global Cendekia Kualu
Nenas, Kampar regency. The data were collected through the following
procedues:
a The students of experimental I and experimental 2 were given a
pre-test by using reading test.
b. The students of the experimental class I (XI.l Accounting) got
the treatment by using Jeopardy Game, the experimental class 2
(XI.2 Accouning ) got the treatment by using Board Game. Both
groups were given the same lesson material.
c. All of the students were given post-test by using reading tes.
The type of the test was multiple choices test. The blue print of the test
as follows:
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Table I I I.,l
The Blue Print of Pre-l'est
Table III.5
The Blue Print of Post-Test




1,6, ll, 16 4
Finding the main idea 2,7,12,17 4
Meaning of Vocabulary
(Synonym/Antonym)
3,8, 13, l8 4
Reference word 4,9, 14, 19 4
Inference word 5, 10, 15,20 4
Total 20





Finding the main idea l,6, ll, 16 4
Meaning of Vocabulary
(Synonym/Antonym)
4,9, 14, t9 4
Reference word 5, 10, 15,20 4




Observation Sheet of Experimental Class I
NO Item Observed Observation
Times
I Pre-Activitv
Greeting, Praying and Checking Students' attendance
list
Demonstrating the students about the objectives of study
and giving motivation
, While-Activity
The teacher divides students into groups (3-5 members
each group)
The teacher lets the students select the group names and
they are inaoducing and greeting.
The teacher charts the Jeopardy and demonstrate the
ru[es.
After the preparation finished, the teacher commands
students for the first group who can quickly raise their
hands.
The group can choose one topic with one score they
want. (such as main idea, language feature, generic
structwe, inference and refence word)
If the group carmot answer the question or clue, t}te
teacher will choose other group who raise hands up
quickly.
The students cannot use the dictionary but they can
ask their memhr of group about what is the answer.
The group who get the highest score is the winner.
After all questions are answered; the teacher and
students discuss it together.
3 Post-Activity
Teacher concludes the lesson
Teacher gives assignment
The teacher shows the slides on power point. The first
slide includes topics and 5 scores (100-500) and there
are questions or clue behind.
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Tahle lIl.7
Observation Sheet of Experimental Class 2
The writer used the observation sheet to know the effectiveness of
the implementation of Jeopardy and Board Game. Description about the
implementation of the treatments to the experimental class I and




Demonstrating the students about the objectives of study
and giving motivation
2 While-Activi
Teacher divides the class into sub-groups or tearns.
Teacher lets the students to sit each team at its own
table.
Teacher lets the students lined up in established game
play areas.
Teacher asks the students to select team names.
Teacher lets the students to assign roles to play and
establish procedures for knowing which team mernber
should respond to a question.
Teacher distributes game materials, including game
sheets, paper, and something like that.
Teacher distributes score sheets, question sheets, and
other game materials.
Teacher displays game information and player
instructions.
3 Post-Activity
Teacher concludes the lesson
Teacher gives assignment
Item Observed
Greeting, Praying and Checking Students' attendance
list
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l. The implementation olJeopardy Game.
The teaching of recount text using Jeopardy game in the
experimental group I is pres€nted in the table below:
Table III.8
Observation, lst Meeting (Jeopardy)
No Item Observed Observation
Times
I The teacher divides students into groups (3-5 members
each group)
2 The teacher lets the students select the group names and
they are introducing and greeting.
The teacher charts the Jeopardy and demonstrates the
rules.
4 The teacher shows the slides on power point. The first
slide includes topics and 5 scores (100-500) and there
are questions or clue behind.
5 After the preparation finished, the teacher commands
students for the first group who can quickly raise their
hands-
6 The group can choose one topic with one score they
want. (such as main ide4 language feature, generic
structure, inference and refence word)
1 If the group cannot answer the question or clue, the
teacher will choose other group who raise hands up
quickly.
8 The students cannot use the dictionary but they can
ask their memb€r of group about what is the answer.
9 The group who get the highest score is the winner.
After all questions are answered; the teacher and






From the observation of the first meeting, the teacher did no1 do
the all item indicators of Jeopardy. She just conducted 8 items except
doing the second and the seventh point in the table. Yet, based on the
table above, it can be concluded that the implementation of Jeopardy was
80% in the first meeting.
Table III.9
Observation, 2nd Meeting (Jeopardy)
No Item Observed Observation
Times
I The teacher divides students into groups (3-5 members
each group)
2 The teacher lets the students select the group names and
they are introducing and greeting.
The teacher charts the Jeopardy and demonstrates the
rules.
4 The teacher shows the slides on power point. The first
slide includes topics and 5 scores (100-500) and there
are questions or clue behind.
5 After the preparation finished, the teacher commands
students for the first group who can quickly raise their
hands.
6 The group can choose one topic with one score they
want. (such as main ide4 language feature, generic
structure, inference and refence word)
If the group cannot answer the question or clue, the
teacher will choose other group who raise hands up
quickly.
8 The students cannot use the dictionary but they can
ask their member of gmup about what is the answer.
The group who get the highest score is the winner.
After all questions are answered; the teacher and






From the observation ofthe second meeting, the teacher did no1 do
the all item indicators of Jmpardy. She just conducted 9 items except
doing the tenth point in the table.. Yet, based on the table above, it can be
concluded that the implementation of Jeopardy was 90yo in the second
meeting. It means that there was an improvement of the implementation
from the fnst meeting.
Table III.l0





I The teacher divides students into groups (3-5 members
each group)
Item Observed
2 The teacher lets the students select the group names and
they are introducing and greeting.
3 The teacher charts the Jeopardy and demonstrate the
rules.
4 The teacher shows the slides on power point. The first
slide includes topics and 5 scores (100-500) and there are
questions or clue behind.
5
6 The group can choose one topic with one score they want.
(such as main ide4 language feature, generic structure,
inference and refence word)
'7 If the group cannot answer the question or clue, the
teacher will choose other group who raise hands up
quickly.
8 The students carmot use the dictionary but they can
ask their member of group about what is the answer.
9 The group who get the highest score is the winner.
I
0
After all questions are answered; the teacher and students
discuss it together.
Total Yes 10 (100%)
No0( - )
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After the preparation frnished, the teacher commands
students for the first group who can quickly raise their
hands.
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From the observation of the third meeting, the teacher did all
item indicators of Jeopardy. Based on the table above, it can be
concluded that the implementation of Jeopardy was 100% in the third
meeting.
Table III.11
Observation, 4th Meeting (Jeopardy)
l0
No Item Observed Observation
Times
1 The teacher divides students into groups (3-5 members
each group)
2 The teacher lets the students select the group names and
they are introducing and greeting.
3 The teacher charts the Jeopardy and demonstrate the
rules.
4 The teacher shows the slides on power point. The first
slide includes topics and 5 scores (100-500) and there
are questions or clue behind.
5 After the preparation finished, the teacher commands
students for the hrst group who can quickly raise their
hands.
The group can choose one topic with one score they
want. (such as main ide4 language feature, generic
structure, inference and refence word)
7 If the group cannot answer the question or clue, the
teacher will choose other group who raise hands up
quickly.
8 The students cannot use the dictionary but they can
ask their member of group about what is the answer.
9 The group who get the highest score is the winner.
After all questions are answered; the teacher and
students discuss it together.




From the observation of the Fourth mceting, the teacher did all item
indicators of Jmpardy. Based on the table above, it can be concluded that the
implementation of Jeopardy was 100% in the third meeting.
In conclusion, all of the observation from the first to the fourth meeting
can be concluded ttrat the implementation of Jeopardy done by tie teacher was
92.50%. For the specification of all meeting was presented on the table below:
Table III.l2







I ) 3 4 Yes No
The teacher divides students into




The teacher lets the students
select the group names and they
are introducing and geeting.
75Yo I 25%
3
The teacher charts the Jeopardy
and demonstrate the rules.
4 t00% 0
4
The teacher shows the slides on
power point. The first slide
includes topics and 5 scores
(100-500) and there are
questions or clue behind.
4 100% 0
5
After the preparation finished,
the teacher cornmands students
for the first group who can
quickly raise their hands.
1000 0
6
The group can choose one topic
with one score they want. (such
as main idea, language feature,







2. The implementation of Board Garne.
Next, to get the description about the implementation
of teaching recount text using Board Game to the experimental group
2 is presented in the table below:
ref'ence word)
7
If the group cannot answer the
question or clue, the teacher
will choose other group who
raise hands up quickly.
l 75% I 2s%
8
The students cannot use the
dictionary but they can ask
their member of group about
what is the answer.
4 100% 0
9
The group who get the highest
score is the winner.
4 toov" 0
l0
After all questions are answered;
the teacher and students discuss
it together.
3 75% I 25%
Total 37 92.50 3 7.50
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Table tII.l3
Observation, 1't Meeting (Board Game)
From the observation of the first meeting, the teacher did the all
item indicators of Board Game. Based on the table above, it can be
concluded that the implementation of Board Game was 100 % in the first
meeting.
No Item Observed Observation
Times
I Teacher divides the class into sub-groups or teams.
2 Teacher lets the students to sit each team at its own table
Teacher lets the students lined up in established game
play areas-
4 Teacher asks the students to select team names
) Teacher lets the students to assign roles to play and
establish procedures for knowing which team member
should respond to a question.
6 Teacher distributes game materials, including game
sheets, paper, and something like that.
./
7 Teacher distributes score sheets, question sheets, and
other game materials.
8 Teacher displays game information and player
instructions.






Observation, 2nd Meeting (tsoard Game)
From the observation ofthe second meeting, the teacher did not
do the all item indicators of Board Game. There were 8 items in the
procedures of the board game. The teacher just conducted 7 items
except the fourth indicator in the table. Yet, based on the table above, it
can be concluded that the implementation of Board Game was 87 .5 Y6 in
the second meeting.
No Item Observed Observation
Times
I Teacher divides the class into sub-groups or teams.
2 Teacher lets the students to sit each team at its own tahle
3 Teacher lets the students lined up in established game
play areas.
4 Teacher asks the students to select team names.
5 Teacher lets the students to assign roles to play and
establish procedures for knowing which team member
should respond to a question.
6 Teacher distributes game materials, including game
sheets, paper, and something like that.
1 Teacher distributes score sheets, question sheets, and
other game materials.
8 Teacher displays game information and player
instructions.
Total Yes 7 (87.5 %)
No I (12.s %)
71
Table IIl.l5
Observation, 3od Meeting (Board Game)
From the observation ofthe third meeting, the teacher did the all
item indicators of Board Game. Based on the table above, it can be
concluded that the implementation of Board Game was 100 % in the
third meeting.
No Item Observed Observation
Times
I Teacher divides the class into sub-groups or teams.
2 Teacher lets the students to sit each team at its own table
3 Teacher lets the students lined up in established game play
areas.
4 Teacher asks the students to select tearn names.
5 Teacher lets the students to assign roles to play and establish
procedures for knowing which team member should respond
to a question.
6 Teacher distibutcs game materials, including game sheets,
paper, and something like that.
7 Teacher distributes score sheets, question sheets, and other
game materials.
8 Teacher displays game information and player instructions
Total Yes 8 (100%)
No0( - )
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Observation, ,{th Meeting (Board Game)
From the observation of the fourth meeting, the teacher did all item
indicators of Board Game. Based on the table above, it can be concluded that the
implementation of Board Game was 100 % in the fourth meeting.
In conclusion, all of the observation from the first to the third meeting
can be concluded that the implementation of Board game done by the teacher
was 96.875%. The specification of all meetings was presented on the table
below:
No Item Observed Observation
Times
I Teacher divides the class into sub-groups or teams
2 Teacher lets the students to sit each team at its own table.
3 Teacher lets the students lined up in established game play
areas.
4 Teacher asks the students to select team names
5 Teacher lets the students to assign roles to play and establish
procedures for knowing which team member should respond
to a question.
6 Teacher distributes game materials, including game sheets,
paper, and something like that.
7 Teacher distributes score sheets, question sheets, and other
game materials.
Teacher displays game information and player instructions.
















Teacher lets the students to sit
each team at its own table.
4 100% 0
J
Teacher lets the students lined




Teacher asks the students to
select team names.










Teacher distributes score sheets,








Total 3l 96.875 I 3.12
5
Teacher divides the class into
sub-groups or teams-
Teacher lets the students to
assign roles to play and establish
procedures for knowing which





The following table is the recapitulation the implementation both of
Jeopardy and Board game.
Table III.18
Recapitulation of the implemeutation of teaching recount text using Jeopardy
and Board Game
Jeopardy Percent Board Game Percent
I Meeting I 80% Meeting 1
2 Meeting 2 90 Yo Meeting 2 87.5 %
, Meeting 3 Meeting 3 100 %
1 Meeting 4 100% Meeting 4 100 o/o
Mean Mean 96.875%
From the table above, it can be seen that, there was an improvement in the
implementation of Jeopardy game from the first to the fourth meeting in
experimental class l. Thus, the mean of implementation Jeopardy Game was
92.50 %. Next, there was also improvement in the implementation of Board game
from the first to the fourth meeting in experimental class 2. Thus, the mean of
implemantation Board Game was 96.875 o%. Therefore, the mean of the






3.7 The Technique of Analyzing Data
The data of this research were the scores of the students' reading
comprehension test ofall experimental and control classes. The main purpose
of the research was to find out the comparison between the use of Jeopardy
and Board Game on students' reading comprehension in SMK Global
Cendekia Kampar regency. The test scores from the students' test of reading
comprehension results were anallzed by using quantitative data analysis of
the data. Both descriptive and inferential statistics analyses were used.
Frequency counts, Percentages, mean scores and standard deviation of the
variables were presented in the descriptive statistical analysis. The
hl,potheses developed for this study were obtained by using independent
sample t-test and paired sample t-test.
Pallant (2010) states that if the significance value is bigger than 0.05,
it indicates that there is no violation of the assumption of equality of
variance and that equal variances are assumed for the variable concemed and
if the sipificant value is smaller than 0.05, it indicates that there is a
violation of the assumption of equality of variance. Paired sample t-tesl was
conducted to determine the significant effect for hypothesis I (Hol and H"1),
and hypothesis I (H62 and HJ). Eta Squared formula was used to find out the
effect size of using Jeopardy and Board game of the hypothesis I and 2.
Then, the independent sarnple t-test is conducted to determine the
significant difference in improvement of the students' reading






Normality test were used to determine if data set is well modeled by a
normal distribution and to compute how likely it is for a random variable
underlying the data set to be normally distributed. Normality is used to
describe a symmetrical, bell-shaped curve, which has the greatest frequency
of scores in the middle with smaller frequencies towards the extremes.
Normality can be assessed to some extent by obtaining weakness and
kurtosis values or using technique available in SPSS using the explore option
of descriptive statistics menu.
b. Homogeneity
Homogeneity arised in describing the data set or several data sets. The
homogeneity test is used to determine whether population variance is
homogeneous or not. It is important to determine if a set of data is
homogeneous before any statistical technique is applied to it.
Pallant (2010: 206) states that if significance value is less than 0.05, it
means that variance for the two groups is not equal. But if a significance
value is bigget than 0.05, it means that variance for the two groups is equal.
In analyzing the dat4 a quasirxperimental approach is adopted with a
pre-test and post-test analysis. The writer used scores of pre-tesl and post-
test of experimental class I and experimental class 2. This score was
analyzed statistically using both descriptive and inferential statistics. The
data from the test is gained to find out the result of students' reading
77
comprehension by using Jeopardy game to experimental class I and Board
Game to experimental class 2.
In this research, the writer used T-test to find out the effect of using
Jeopardy and Board Game on students' reading comprehension pre-test and
post test score in both experimental class I and experimental class 2.
Moreover, the writer used SPSS 20 to analyze the test.
1. Paired sarnple T-test or Non-independent Sample T-test
Non-independent sample T-test is known also as Paired-sample T-test.
This formula is used to obtain the result oftesting the hypothesis, that is, to
find out whether there is a significant effect of using Jeopardy and Board
gzrme on students' reading comprehension in Global Cendekia Vocational
High School, Kampar Regency. L.R Gay (2009) states that T test for non-
independent samples is used to compare groups that are formed by some
type of matching or to compare a single group's performance on a pre- and
post- test or on two different treatnents,
This means that the Paired sample T-test compares two means that are
from the same individual, object, or related units. The two means tlpically
represent two different times such as pre-test and post test.
In this time, pre-test and post-test score of the experimental class 1
and experimental class 2 was used in order to find the significant effect of
teaching recormt text using Jeopardy and Board game on students' reading
comprehension. To obtain the dat4 SPSS 20 was used to analyze the data
obtained in this research.
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H"is accepted ifL > t-hbk or in other words there is significant effect on
students' reading comprehension after giving the treatment of teaching
recount text using Jeopardy and Board Game. .
H6 is accepted if L< t-t rr" or in other words there is no significant efiect
on students' reading comprehension after giving the treatment of teaching
recount text using Jeopardy and Board Game.
Afterward, it is better to frnd the coeffrcient effect of t-*, by the
following formula:
Eta Souared = , t'' t'+n-1
fo=/ x 100%
Where:
kp : Coeffrcient effect
With effect size classification (Cohen: 1998):
0.2 <: d < 0.5 : Small Effect
0.5 < = d< 0.8 = Medium Effect
0.8 < = d< 2.0 = Large Effect
The t-table has the function to see if there is a significant effect among
the mean of the score of both pretest and posttest. The T-obtained value is
consulted with the value of T-table at the degree of freedom (dD = N-l
which is statistically hypothesis:
H o:tg ) t -2r61s
Hg;tg( t-tu6L
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2- lndependent sample t{est
To find out whether or not there is a significant difference between
two or more variables can be done through analysis by using Independent
Sample T-test (Hartono: 2008) . Gay (2009: 484) adds that rhe T-rest for
independent sample is used to determine whether there is probably a
significant difference between the means of two independent samples. This
test is used to find out the result of the hypothesis whether there is a
significant effect of using Jeopardy and Board game on students' reading
comprehension before and after giving the treatments to the experimental
class 1 and experimental class 2.
The t-table has the function to see if there is a significant difference
among the mean scores of both experimental class I and exerimental class
2. Pallant (2010) stated that if the value in the sig.(2 tailed) column is
equal or less than 0.05, there is a significant effect in the mean scores on
dependent variable for each of two groups. If the value is above 0.05, there
is no significant effect of giving the treatment in both groups.
H, is accepted if P value < 0.05 or in other words there is an effect
after teaching recormt text using Jeopardy and Board gzrme on students'
reading comprehension.
H6 is accepted P vslue > 0.05 or in other words there is no effect after
teaching recount text using Jeopardy and Board game on students'
reading comprehension.
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Effect size statistics provide an indication of the magnitude ol the
differences between the two groups. The guidlines for interpreting this
value are stated by pallant (2010) as follow:
0.01 = Small Effect
0.06 = Moderate Effect
0.14 = Large Effect
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This question was answered by the result of hypolheses l. Based
on the data analysis of inferential statistics ofthe experimental class 1, it
showed that there was a significant improvement on students' reading
comprehension pretest and post-test mean score ofthe experimental class
I using Jeopardy in Global Cendekia Cendekia Vocational High School,
Kampar Regency. In conclusiorl Jeopardy could improve students'
reading comprehension that helped the students to got the higher score
and enjoy their leaming.
2. Is there any significant effect of using Board Game on students' reading
comprehension at Global Cendekia Vocational High School, Kampar
Regency?
This question was answered by the result of hypotheses 2. Based on
the data analysis of inferential statistics of the experimental class 2, it
showed that there is a significant improvement on students' reading
comprehension pre-test and post-tesl mean score of the experimental class
2 using Board Game in Global Cendekia Cendekia Vocational High
School, Kampar Regency. In conclusion, Board Game could improve
students' reading comprehension that helped the students increased their
score and they were active during the lesson.
3. Is there any significant difference of the improvement between the effect
of using Jeopardy and Board Game on students' reading comprehension
at Global Cendekia Vocational High School, Kampar Regency?
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This question is to discover the difference between the elfect ol'
using Jeopardy and Board Game on students' reading comprehension in
Gtobal Cendekia Vocational High School Kampar regency. The data was
analyzed by using Independen sample t-test for mean gain score of
reading comprehension score of the experimental I and experimental 2. It
showed that there was no significant difference on students' reading
comprehension gain score in the experimental I and experimental 2.
Based on the research questions and hypotheses of the research, the
findings of the research could be concluded that Using Jeopardy game in
teaching recount text is an effective way to improve students' reading
comprehension of the text. This is because, as presented in Chapter 4,
teaching recount text using Jeopardy game had sipificantly positive
effect on students' reading comprehension of the text at Global Cendekia
Vocational High School, Kampar Regency. In other words, it is an
altemative way of teaching reading comprehensiorL esp€cially when
teachiag recount texts, that need to be applied by English teachers in the
school. From the findings discussed in chapter 4, there was a significant
effect of using Jeopardy and Board Game on students' reading
comprehension at Global Cendekia Vocational High School, Kampar
Regency. However, for both of the games there was no signihcant
difference of the improvement between the effect of using Jeopardy and
Board Game on students' reading comprehension at Global Cendekia
Vocational High School, Kampar Regency.
118
5.2 Recommendation
The research findings of this study could be regarded as a valuable
contribution to enrich literatue on the the effect of using Jeopardy and Board
Games in teaching recount text on students' reading comprehension of the
text. The research findings have shown that there was an improvement on
students' reading comprehension taught by using Jeopardy and Board Games.
In spite of the improvement, the study also showed that there is no significant
difference in s reading comprehension between students taught by using
Jeopardy game and those taught using Board Game. It means that both
Jeopardy and Board Games are suitable techniques to apply in teaching
reading skill. Yet from this research, the writer suggested to use Jeopardy
Game because students got better reading comprehension taught by using this
game.
The researcher would also like to recommend for the future research
of comparison teaching techniques of both Jeopardy and Board Garne as
follow: the recommendation is to continue the research by Using Jeopardy
and Board Game toward students' speaking ability to more teachers of
various schools in Kampar regency.
Another aspect which is also related to sample is focused on students,
teachers, instructors, as well as the educational context concemed. Even
though, they need to improve leaming is more emphasis on English leamers,
the person in charge of the class, namely the teachers should be able to
conduct or apply the such kinds of game in teaching.
lt9
In addition, several recommendations should be given to the students.
the teacher, and the school.
1. Recommendation for students
In mastering reading comprehension, one thing that should be done
by students is to be interested in reading itself. Besides, the way a teacher
teaches in the class also influences the students' interest in reading. In this
case, Jeopardy and Board Game are appropriate media that can be used by
the students in reading material and it can improve students' reading
comprehension.
2. Recommendation for teachers
In effort to increase students' reading comprehension, the way a
teacher teaches in the class is one of the most important contributors.
Based on the research findings, there is a significant difference between
students' reading comprehension pre-test and post-test in recount text
taught by using Jeopardy and Board Game in SMK Global Cendekia
Kampar Regency. Thus, the teacher can use Jeopardy and Board Game as
media in teaching reading comprehension.
3. Recommendation for schools
School is an institution that has purpose to make teachers and
students enjoyable in teaching and leaming process. School has to
observe the students' subject and find the students' interest in learning
reading. Regarding with this case, teachers of English in schools can find
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some media or strategies that can be used in teaching. 'lhere are several
points needed to be suggested as follow:
a. Jeopardy and Board Games are needed to develop students' reading
comprehension further by teachers, students, and other educators as an
altemative teaching technique, particularly in teaching reading. The
process of developing students' reading comprehension can be
conducted through English clubs, English zones, etc.
b. Further research related to reading comprehension need to be
conducted by relating it with other variables such as interest, prior
knowledge, self- concept, critical thinking, and creatively.
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APPENDICES
. This test consisted of 20 items
. Choose the correct answer by putting a cross mark (X) on either A, B, C,
or D, on the answer sheet provided.
o Read the text and answer those questions carefully.
Text I ( Read the passsge below and answer lhe queslion no I-5 )
B.J.Habibie, in complete name Bacharuddin jusuf Habibie ( bom june 25,
l936,parepare,indonesia) is an Indonesian aircarft engineer, a politician, a
president of Indonesia (1998-1999) and a leader in the country's technological
and economic development in the late 20th and early 2l st centuries
Brilliant in science and mathematics from childhood, Habibie received his
postsecondary educasition at the Bandung Institute of Technology and continued
his studies at the Institute of Tecnology of North Rhine-Wesphalia in Aachen,
West Germany. After graduating in 1960, he worked in West Germany as an
aeronautics researcher an production supervisor.
Suharto took power as indonesia's second president in 1966, and in 1974
he asked Habibie-whom he had known for 25 years -to return to the country to
help build advanced industries. Suharto assured him that he could do whaterver
was needed to accompllish that goal. tnitially assigrred to the state oil c:rmpany,
pertamina, Habibie became a governrnent adviser and chief of a new aerospace
company in 1976. Two years late he became research misnister and head of the
Agency for Tecnology Evaluation and Applicatio (ATEA). [n these roles, he
oversaw some ventu(es involving the production and traspo(ation of heavy
machinery, steel, electronics and telecommunications equipmend, and arms and
ammunition.
(Citedfron: UN for SMK, 2017/2018)
1. Where did BJ. Habibie continue his study?
A. At Bandung lnstitute of Technology
B. At the Institute of Tecnology of North Rhine-Westphalia
C. in West Germany
D. At the Agency for Tecnology Evaluation and Applicatio (ATEA)
2. What is the main idea of the second paragaph?
A. BJ Habibie's early life
B. BJ Habibie's education
C. BJ Habibie's experience in Indonesia
D. BJ Habibie's experience in West Germany




3. .... transportation olheavy ry,[iry1a, steel, electronics, .... ( Paragraph 3)





4. In the sentence " in these roles. He oversaw some ventures" ....





Researc minister and Goverment adviser.
Goverment adviser and achiefofa new acrospace company
Research minister and head of the ATEA
Chief of a new acrospace company and head of the ATEA.
5. What did BJ. Habibie do after graduating from institule of Technology of
North Rhine?
A. He worked as an acronautics researcher in indonesia.
B. He stayed in germany and worked as a goverment adviser.
C. He went back to indonesia and worked as a goverment adviser.
D. He remained in Germany and worked as an acronautics researcher.
Text2 ( Read the passage below and answer the queslion no G10 \
We saw beautiful rice farms, lakes, big rivers, and forests on the way there. I
enjoyed it so much. When we reached our destination, many villagers welcomed
us. All families and relatives were busy cooking special favorite food for us. After
that, v/e ate together in the large hall of my grandfather's house.
On the second day, we went to Prambanan temple. It vr'as not far from my
grandfather's home. We wenl there at 6 a.m. and arrived at 9 a.m. I adored seeing
one of the greatest buildings in the world with amazing ancient architecture.
After being satisfied walking around Prambanan, we went to the nearest hotel
to rcst. The following day, we went back home. I really enjoyed my New Year
holiday with my parents.
(Ciredfron: UN for SMK,2017/2018\
My New Year holiday
Last New Year holiday, my parents and I went for vacation around central
java. We spent several days there. Before visiting many resorts and tourism places
around central java province, we visited my grandfather and my mother's
relatives. Because of traffrc jamp, it took 12 hours to reach there with my father's
car.
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6. What did the writer do during New Year Holiday'?
A. Went for vacation around Central Java
B. Great trip to visit relatives.
C. An amazing Prambanan temple.
D. The writer's family and relative.
7. What is the main idea of the third paragraph?
A. Writer's holiday with family
B. The writer enjoy the holiday
C. Writer's events to Prambanan Temple
D. Prambanan Temple description
8.'....took l2 hours to q! ....'( paragraph 1)





9. ... I enjoyed !! so much. The underline word refers to ....
A. Beautiful scenary
B. Beautiful rice farms, lakes, big rivers, and forests
C. Beautiful girl
D. Enjoy the way there






T ext 3 ( Read the passage below and answer the question no I l-15 )
In 1996, Andres Iniesta engaged Barca club when he was twelve years
old. From the outset, he progressed quickly through many youth teams.he was
also romoted asthe main playmaker in the Barca B team under the coach ifjsed
Gonzavo.
Inesta was an idealist man. He was also a good, intuitive fast, and smar
man. He strted his career as midfield player for Barca B and club's youth teams.
when his skill were gained in the firs team experience, he moved into a more
rigorous role. He was a full-on striker now, but he still can be a midfield player or
one ofthe flanks of the Barca fonvard line
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He was not only a multy-talented player but also a truly professional
person in his field. He was a practical and intelligent man who plays the game to
perfaction. He was also a constant tlread to opposing defenses.
(Cited fion: UNfor SMK, 2017/2018)
11. From the text, we know that iniesta is ....
A. Well-known as slow midfielder.
B. tntelligent and professional.
C. Professional but stubbom.
D. Talented but slow starter.
12. What is the main idea of the third paragraph?
A. Iniesta was a professional player.
B. Iniesta became a standard player intemationally.
C. Iniesta became a threat to the rival
D. Fientabilla player was a sundard midfielder
13. " From the outset, he progressed qg!g!!y ...."





14. !9 was also promoted as the main playmaker.
The underline word refers to
A. Barca Club
B. Barca B team
C. Josep Gonzalvo
D. Andres Iniesta
15. From the third paragraph, we can conclude that, ....
A. Iniesta was multi-talented
B. lniesta was Peofessional
C. Iniesta was Practical
D. Iniesta was intelligent
Text 4 ( Read lhe passage below and answer lhe question no 1620 )
My childhood was unique and strage for me. When I was five to seven
years old, I had difficulty sleeping at night. I didn't know why, but I remembered
my ganny' s advice that I shouldn't have woken up at night because of any special
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creatures under my bed. My granny said that the strage creature is like an animal.
If the children were awake at night, such creatures would come up.
I must shut my eyes while my mind is totally awake. When I sta(ed to close my
eyes, I suddenly heard a noise under my room. I sat up to hear the noise carefully.
I was so scared, but I kept listening to the noise.
A few days later, when I was so alone at home, I intended to know what
happened under my room. I walked slowly to investigate the mysterious noise that
I really wanted to know. Then, I found many civets there. I was so surpried.
After that, I told my granny about what I found. I imagined she would be
angry, but the reality was exactly to the contrary, she was very proud ofme. She
said that I had bravery to know what I hadn't known.
(Citedfron: UN for SMK, 2017/2018)
16. Why the writer's childhood was unique?
A. Because writer's experience.
B. Because the writer had diffrculty sleeping at night
C. Because of any special creatures under the bed
D. Because the noise under the writer's room.
17. What is the main idea of the first paragraph?
A. Writer's biography
B. Writer's family
C. Writer's personal experience
D. Writer's granny
18.' .... braverry to know what I hadn't known.'( last paragraph )










20. The grandmother was very proud ofthe writer because the writer ....
A. Was a kind child.
B. Had bravery.
C. Didn't know an1'thing.
D. Knew what happened.
Reading Comprchension ( PoshTest )
Direction:
o This test consisted of 20 items
. Choose the correct answer by putting a cross mark (X) on either A, B, C,
or D, on the answer sheet provided.
o Read the text and answer those questions carefirlly.
Text I
Read the passage below and answer the question no I -5
Alexander Grahambeli Was bom on march 3, 184'1 in Edinburgh,
scotland. The second son ofAlexander melvile bell and eliza grace symonds belle
was named for his patemal grandfather. the middle name " Graham" was added
when he was ten years old. He had two brothers, Melville James bell and Edward
Charles Bell. Both of them died fiom tubercolosis. In july 1870, the family
settled in Brantford, Ontario, Canada. there, Alexander set up a workshop to
continue his study of the human voice.
His education was lagerly received through numerous experiments in
sound and the furthering of his father's work on visible speech for the deaf.bell
worked with thomas watson on the design and patent of the first practical
telephone. in dl, bell held 18 patents in his name alone and 12 that he shared with
collaborators.hevdied on august 2,1922,in cape breton island,nova scotiacanada.
During his youth, Alexander graham bell experienced strong inlluences
that had a profound effect on his later life .bell's hometown of edinburgh,scotland
,was known as the"athens of the north," for its rich culture of arts and science. his
grandfather and father were experts on the mechanics of voice and
elocution.Alexander's mother, who was nearly deaf, became an accomplished
pianist and inspired him to undertake big challenges.
(Cited fron: UNfor SMK, 2017/2018)
What is the main idea of the first paragraph?
A. Talking about Alexander's early experience
B. Talking about Alexander's early life
C. Talking about Alexander's education
D. Talking about Alexander's family
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2. What did A.G Bell do in ontario?
A. He received numerious experiments and shared the patent with
collaborators.
B. He worked with thomas watson on the design of the first pratical phone.
C. He set up a workshop to continue study about the human voice.
D. He and his family finally settled and continued life there.





4. ' His education was lgryfu received .... ' ( Paragraph 2)





Text2 (Read the passage below and answer the question no 6-10)
My cousin and I went to see a rice farm with our grandmother. It was far
from our home. We went there because of the harvest period. There were many
people who happily harvested their crop. After a few hours, they were eating
while my causin and I were going to see what was in the end of this rice farm.
After we had been at the end of the rice farm, we saw three children sailing on a
boat. Suddenly, their boat sank and they werc drowing. My cousin and I screamed
loudly to call for help. We couldn't swim so we didn't dare to dive in. Finally,
there was a fisherman who swam to help them.
(Citedfrom: UN lor SMK,20l7/2018)
6- What is the main idea ofthe second paragraph?
A. Three children sailing on a boat
B. The boat sank
C. We couldn't swim
D. Fisherman help the children
5. "...., both of them died from tuberulosis ( paragraph I ). the underline word
refers to ....
A. Alexander Melville bell and Edward charles bell
B. Melville James Bell and Melville Eliza Grace Symonds
C. Alexander Melville bell and Eliza Grace Symonds
D. Melvile James Bell and Edward Charles Bell
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7. Why didn't the writer and his cousin help the children? because they. . ..
A. Can't swim in the river.
B. Couldn't know what happen.
C. Couldn't swim.
D. Could only.
8. Why the writer and his/her cousin go to see a rice farm?
A. With our grandmother.
B. The experience of harvest farm.
C. Because it's not far from our home.
D. Because of the harvest farm.
9 '.... @1! ofthis rice farm .... '( paragraph 2 )
The synonym of the underlined word is.....




10. Finally, there was a fisherman who swam to help them. ( the last line)
The underline word refers to ....




Text 3 ( Read the passage below and answer the queslion no 11-15 )
Famedsinger-songwriter John Winston Lennon was bom on october 9 th,
1940, in liverpool, merseyside, england, during a german air raid in world war II.
when he was 4 years old, lennon's parents separated and he ended up living with
his aunt mimi. Lennon's fatner was a merchant serunlur. He was not present at his
son's birth and did not see a lot of his son when he was small.
Lennon's mother, Juli4 remarried, but visited him and mimi regularly. She
taught Lennon how to play the banjo and the piano and purchased his first guitar.
Lennon was devastated hen julia was fatallystruck by an off-duty police o{ficer in
jully 1958. Her death was one of the most traumatic events in life.
As a child, lennon was a prankster and he enjoyed getting in trouble. As a
boy and young adult, he enjoyed drawing grotesque figures and cripples.
Lennon's school master thought that he could go to an art school for college, since
he did not get good grades in school, but had artistic talent.
(C ited from: W for SMK, 20 I 7/20 I 8)
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I 1 . What is the main idea of the first paragraph?
A. Lenon career in music
B. Lenon's early life.
C. The popular son of lenon.
D. The length of Lenon's career.
12. What was the traumatik events in his life?
A. Parents separated
B. Mother remarried
C. Living with aunt Mimi
D. Her mother's death





15. ."Her death was one of the most traumatik events in !!g life" ( Paragraph 2 )





Text 4 ( Read lhe passage below and answer the question no lG20)
I lived in a small village with my grandmother. Five years ago, my parents
visited us and bought me a new bicycle as a gift. I was so happy even though I
saw the face ofmy grandmother was so worried. I did not understand what was in
her mind.
After that, I practiced riding my new bicycle in a large field near home.
For one week, I finally could ride it. It 'ras a surperise for my parents hearing that
I did it well.
One day, I went to my fiiend's house by riding my bicycle. I rode it so fast
because the road was empty on the way, I fell down a dep ditch with much blood
on my forehead. I felt so dizzy afi so much pain. People around the village
brought me to hospital.
13. What did Lennon enjoy as a boy and young adult?
A. Drawing gotesque figures and cripples
B. Go to an art school for college
C. Get good grades in school
D. Had artistic talent
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My grandmother said that it was worried about. Finally, I understood her
felling when I got my new bicycle. Then, She took care of me well and she told
me to be more careful.
(Citedfron: UN for SMK, 2017/2018)





17. Why was the writer's grandmother worried? Because . . ..
A. The writer did not ride the bicycle carefully.
B. The writer knew how to use the bicycle well.
C. The writer's grandmather had precious experience about riding.
D. The writer couldn't ride a bicycle.
18. The text above tells us about ....
A. The events when the writer got a gift from her parents.
B. A short story about a holiday.
C. The bicycle the writer got from her parents.
D. The way how to ride the bicycle carefully.
19. 'I felt so $g and so much pain. ( paragraph 3 )
































































Ex rimental I Ex erimental 2
1 Student I 50 60
2 Student 2 55 50
Student 3 50 65
4 Student 4 60
5 Student 5 70
6 Student 6 60 60
7 Student 7 55 60
8 Student 8 60
9 Student 9 70
l0 Student i 0 65 55
11 Student 1 I 70 45
12 Student 12 65 s0
13 Student 13 45
Student 14 55 50
15 Student 15 60 40
l6 Student 16
Student 17
18 Student 18 50 4)
60
Student 20 65 75
Student 2l 50 50
60 45
Student 23 60
24 Student 24 60 50
25 Student 25 60 45
26 Student 26 45 65
Student 27 40
28 Student 28 55
29 Student 29 50
30 Student 30 65
1635
Mean 54.33 54.50

























Experimental I Experimental 2
1 Student I 75 70
2 Student 2 75 80
3 Student 3 80 70
Student 4 75
5 Student 5 75 80
6 Student 6 80 75
7 Student 7 70 65
I Student 8 75 80
9 Student 9 80
t0 Student 10 80
1l Srudent 'l I 85 75
12 Student 12 75 75
85 80
14 75 '70
l5 Student I 5 80 80
16 Student 16 75 75
17 Srudent 17 70 85
i8 Student I 8 /) 75
19 Student 19 80 65
20 75 65
2l Student 21 75 70
22 Student 22 65 80
23 Student 23 65 75
Student 24 80 60
25 Student 25 80 '75
26 Student 26 75
27 Student 27 75 75
78 Student 28 70 80
29 Student 29 80
30 Student 30 80 75
Total 2275 2250
Mcan 75.83 75.00











The gain score of Experimental Class I (Jeopardy)
CLASS EXPERTMENT TNO STUDENT
Pre-Test Post-Test Gained Score
I Student 1 50 75 25
2 Student 2 55 75 20
Student 3 50 80 30
Student 4 60 75 15
40 35
Student 6 60 20
Student 7 55 70 15
8 60 75 15
9 Student 9 70 80 10
Student 10 65 75 10
Student 1 I 70 85
Student 12 65 75 10
Student 13 45 85 40
Student 14 55 75 20
Student 15 60 20
Student 16 40 75 35
Student 17 60 70 10
Student 18 50 75 25
Student 19 45 80 35
Student 20 75 l0
Student 21 50 75 25
Student 22 60 65 5
Student 23 40 65 25
Student 24 60 80 20
Student 25 60 20
Student 26 45 75 30
Student 27 50 75 25
55 70 l5
Student 29 40 75 35
Student 30 50 30
1630 2215 64s

















CLASS EXPER]MENT 2NO STUDENT
Pre-Test Post-Test
I Student I 60 70 l0
2 Student 2 50 80 30
3 Student 3 65 70 5
4 Student 4 55 75 20
5 Student 5 70 80 10
6 Student 6 75 t5
7 Student 7 60 65 5
8 Student 8 50 80 30
9 Student 9 55 30
10 Student l0 55 80 25
ll Student 1 I 45 75 30
12 Student 12 50 75 25
13 Student 13 80
14 Student 14 50 70 20
l5 Student 15 40 80 40
16 Student 16 ?< 25
17 Student 17 55 85 30
18 Student 18 45 75 30
l9 Student 19 65 5
Student 20 75 65 -10
2t Student 2l 50 70 20
Student 22 45 80 35
23 Student 23 60 75 15
24 Student 24 50 60 10
25 Student 25 75 30
Student 26 65 '75 10
27 40 75 35
28 Student 28 65 80 15
29 Student 29 50 80 30
30 Student 30 65 75 l0
Total 1635 2250 6ls
Mean 75.00















f,rnest Hemingway began his writing career as an ambitious young
American newspaper man in Paris after the first worrd war. His earry books,
including The Sun AIso Rises, were published in Europe before they were
released in the United States.
Hemingway always wrote from experience rather than from
imagination in Farewell to Arms, published in 1929, he recounted his
adventures as an ambulance driver in Italy during the war. In For whom the
Bell Tolls, published in 1940, he retold his memories of the Spanish Civil
War.
Perhaps more than any other twentieth century American writer, he
was resonsible for creating s style of literature. The Hemingway style is hard,
economical, and powerful. It lured the reader into using their imagination in
order to fill in the details.
In 1952, Hemingway published The Old Man and the Sea, a short
compelling tale of an old fisherman's struggle to haul in a giant Marlin that
he had caught in the Gulf of Mexico. Some critics interpreted it as the
allegory of man's struggle against old age; other interpreted it as man against
the forces of nature. This book was the climax of Hemingway's career. Two
years later, he was awarded the Nobel Prize for Literature.
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Unforgettable Trip
A week ago, I had a visit to my hometown in Dago, Bandung. I was
enjoying the trip by inter-city bus. It was the most unforgettable trip ever.
First, I got Up early. Then, at 7 o,clock, I arrived at the bus station to
wait for my bus. However, the bus was a littte bit tate because of some
trouble. I left for my hometown at tetr minutes past seven.
On my trip, my bus chose to traverse the beautiful countryside. I saw
the sun was shining brightly, but after a while, it disappeared and mad way
for dark clouds. When I got to my hometown, the heavy rain began.
I got out of the bus and walked along in the rain in my raincoat.
Fortunately, my old friend came to pick me up at the station and suprised
me. He drove me to my house. He told me that my father had asked him to
take ne out at the station.
After I arrived home, my parent and all my siblings greeted me
rousingly. I was lucky to have such a great friend and a marvellous family
Iike them. It was the greatest moment for me.
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Michael Faraday
Michael Faraday was an English scientist born in London on
September 22, 1791. A dilficult life during chitdhood was no barrier to
Faraday learning science and conducting experiments.
Though Michael Faraday did not attain high level of formal
education, he succeeded in gaining fame in physics by formulating the
concept of electromagnetics while conducting studies on magnetic fields.
Along with that discovery, f,'araday invented electromagnetic induction,
diamagnetism, and laws of electrolysis. His other invention, the
electromagnetic rotary device, encouraged the advance of electrical
technolory. Surprisingly, he made this invention, a key step in scientific
history, with llittle knowledge of higher mathematics.
Farady also made a big contribution to chemistry, by inventing
benzine and the system of oxidation numbers. For his achievements in
chemistry, he was honored as Fullerian Professor of Chemistry.
Despite being expert in science, Farady was a religious person. His
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JEOPARDY GAME OF "ERNEST HEMINGWAY"
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Please retell about what you know of
Hemingway!
Please mention three vocabularies
(Verb 2) in the rexr.
What was Hemingway's stylef
When did Hemingway begin his
careerf
When was 7he Sun Also Rises
publishedf
What is the Hemingway first bookl
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Please mention kinds of text in
English!
What theme did Hemingway use for
many of his books?
What is recount textl
Mention generic srructures of
recount aext,
ln what book Hemingway rerold his
memories of the Spanish CivilWar?
Please perform one of poetry in
English
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When did Henringway publish Ihe
Old Mon ond the Seol
When was he awarded the prizel
Hemingway prefer to write ....
rather than .-..
What prize did Hemingway win
after he wrote The Old Mon ond the
5eo?
Please mention all of Pronoun in
English as subiecc
ln what book he recounted
recounted about his adventures as
ambulance driverl
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It lured the reader inro usin6 tlrq!1
immatination ( paragraph 3 ).The
underline word refers ro ...
Some critics interpreted !! as the.,
( paragraph 4).The underline word
refers to ....
What book is the climax of
Hemingway careerf
Please read UUD I 945
Please read Surah Al-lnsyirah
Please sing a song
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How many books did Hemingway
write in the story?
Thank you
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: Recount Text (Martua Sitorus)
I. Standard Competence
Students are able to retell in oral and written language about past event and
future plans of the topics and competency of language use which is relevant
to the topics in context.
II. Basic Competence
Students are able to comprehend a reading text about a topics of the past
events with the support of relevant language components.
III. Indicator
1. Identifu the main idea of the text
2. Finding the detailed information ftom the text
3. Finding the meaning of vocabulary ofthe text
4. Identi$ the references word, and
5. Identify the inferences word ofthe text
IV. LearningObjectives
1. Students are able to identifr the main idea of the text
2. Students are able to find the detailed information from lhe text
3. Srudents are able to find the meaning ofvocabulary ofthe text
4. Students are able to identifr the references word, and
5. Students fie able to identifu the inferences word ofthe text
v Learning Materials
Martua sitorus is a person that people from North Sumatra often use
as an example of a successful Batak figure. The owner of Wilmar
Intemational limited and about 48 companies in Indonesia alone, Martua is
an example of how resilience and willingness to leam can lead to success.
Like many indonesian billionaires from North Sumatra, Martua got his
wealth from oleo chemicals and palm oil business, just like he did decades
ago when he was still a small businessman.
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Martua sitorus came lronr a simple family that made him sell shrimp and
fish to pay lor his high school and college tuition. However, once he
graduated, he managed to start working in the palm oil busirures field,
becoming a small palm oil seller. His big break came in 1991, when he and his
partner Kuok Khoon Hong, the nephew of malaysia's rechest tycoon Robert
Kuok, founded wilmar Intemational Limited, a palm oil company, with their
own palm oil plantantions and refinery. Marnra sitorus became the executive
derector of the company, and was responsible for some of the best best
expansion and innovations the company made.
Now, he has owned almost 70,000 hectare of oil palm plantations that
supply his his factories with crude plam oil, plus his own tanker ships for







Pre Actiyi l5 Minutes
Students' attendance listandGreetin
Demonstrating the students about the objectives of study and
vtn motivation
1
The teacher divides students into groups (3-5 members
each
The teacher lets the students select the gtoup names and
they are introducing and geeting.
The teacher charts the Jeopardy and demonstrate the
rules.
The teacher shows the slides on power point. The frst
slide includes topics and 5 scores (100-500) and there
are uestions or clue behind.
After the preparation finished, the teacher commands
students for the first group who can quickly raise their
hands.
The group can choose one topic with one score tley
want. (such as main idea, language feature, generic
", While Activitv 60 minutes
structure, inference and refence word)
If the group cannot answer the question or clue, the
teacher will choose other goup who raise hands up
t73
quickly.
The students cannot use the dictionary but they can
ask their member of group about what is the answer.
The goup who get the highest score is the winner.
After all questions are answered; the teacher and
students discuss it together.
3 Post Activity 15 minutes
Teacher concludes the lesson
Teacher gives assignment
VIII. TeachingResources
1 . White board, Marker, Eraser
2. Laptop, Infocus
3. Relevant text books
IX. Assessment
a. Technique : Written Test
b. Form : Multiple Choice
c. Instrument :
1. What is the main ideal of the second paragraph?
a. Sitorus's expansions and innovations.
b. Sitorus's career in business
c. Sitorus's sport team ownership





2. "...how resilience and willingness to leam can lead to succes, "











e. Explanation of Score
. Every right answer gets score - 2























: Recount Text (Martua Sitorus)
I. Standard Competence
Students are able to retell in oral and written language about past event and
future plans of the topics and competency of language use which is relevant
to the topics in context.
II. Basic Competence
Students are able to comprehend a reading text about a topics of the past
events with the support of relevant language components.
III. Indicator
1. IdentiS the main idea ofthe text
2. Finding the detailed information ftom the text
3. Finding the meaning ofvocabulary of the text
4. Identifu the references word, and
5. Identifu the inferences word ofthe text
IV. Learning Objectives
1 . Students are able to identiff the main idea of the text
2. Students are able to find the detailed information from the text
3. Students are able to find the meaning of vocabulary of the text
4. Students are able to identiff the references word, and
5. Students are able to identifu the inferences word of the text
v Learning Materials
Martua sitorus is a person that people from North Sumatra often use
as an example of a successful Batak figure. The owner of Wilmar
Intemational limited and about 48 companies in Indonesia alone, Martua is
an example of how resilience and willingness to learn can lead to success.
Like many indonesian billionaires from North Sumatra Martua got his
1'.75
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wealth from oleo chemicals and palm oil business, just like he did decades
ago when he was still a small businessman
Marhra sitorus came from a simple family that made him setl shrimp and
fish to pay for his high school and college tuition. However, once he
graduated, he managed to start working in the palm oil businnes field,
becoming a small palm oil seller. His big break came in 1991, when he and his
partner Kuok Kloon Hong, the nephew of malaysia's rechest tycoon Robert
Kuok, founded wilrnar Intemational Limited, a palm oil company, with their
own palm oil plantantions and refinery. Martua sitorus became the executive
derector of the company, and was responsible for some of the best best
expansion and innovations the company made.
Now, he has owned almost 70,000 hectare of oil palm plantations that
supply his his factories with crude plam oil, plus his own tanker ships for






1 Pre Activi8 l5 minutes
Greeting, Praying and Checking Students' attendance list
Demonstrating the students about the objectives of study and
giving motivation
,, While ActiviE 60 minutes
Teacher divides the class into sub-groups or teams
Teacher lets the students to sit each team at its own table.
Teacher lets the students lined up in established game play
areali
Teacher asks the students to select team nalnes.
Teacher distributes game materials, including game sheets,
paper, and something like that.
Teacher distributes score sheets, question sheets, and other
game materials.
Teacher displays game information and player instructions.
Teacher lets the students to assign roles to play and establish








.l Post Activity I 5 rninutes
Teacher concludes the lesson
Teacher gives assignment
Teaching Resources




a. Technique : Written Test
b. Form : Multiple Choice
c. Instrument :
1. What is the main ideal ofthe second paragraph?
a. Sitorus's expansions and innovations.
b. Sitorus's career in business
c. Sitorus's sport tearn ownership
d. Sitorus's early life
2. "...how resilience and willineness to leam can lead to succes, "











e. Explanation of Score
o Every right answer gets score:2

















Observation Sheet of the First Nleeting
Experimcntal Class I (Jeopa rdl Game)
NO Item Observed Observation
Times




Greeting, Praying and Checking Students' attendance
tist
1
Demonstrating the students about the objectives of
and vln motrvatlonS
While Activi
The teacher divides students into groups (3-5 members
each u
The teacher lets the students select the group names
and they are introducing and $eelrng.
'fhe teacher charts the Jeopardy and demonstrate the
rules.
The teacher shows the slides on power point. The first
slide includes topics and 5 scores (100-500) and there
are stions or clue behind.
V
After the preparation finished, the teacher commands
students for the first group who can quickly raise their
hands. V
The group can choose one lopic wrth one score they
want. (such as main idea, language feature, generic
structure, inference and refence word
lf the group cannot answer the question or clue,
the teacher rvill choose other group rvho raise hands
u uickl
The students cannot use the dictionary but they can
ask their member of about what is the answeru
The who t the hi score is the winneru
)
After all questions are ansrvered, the teacher and
students discuss it to ther.
Post Activi
Teacher concludes the lesson
J
Teacher ves assl ent
snaini, S. Pd
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[Iayatun Faiz.ah, S. Pd
Oiseryation Sheet of the Second il{eeting















and Checking Students' attendance
ps (3-5 membersteThe hac divldes tudS Ients nto ugro
heac u
bjD om nstrat n the tstuden S abo theut o ct1ves of
s and In m tlo tva l on
While Activi
|/
The teacher lets thi
and they are introduc
students sele
ing and greetr.
ct the group namei
ng
e teacher charts the Jeopard y and demonstrate the
rules
Th
The teacher shows the slid
slide includes topics and 5
es on porver point. The first
scores ( 100-500) and there
uestions or clue behindare
students for the first group who can quickly raise their
hands.
After the preparatron finished, the teacher commands
The group can choos
want. (such as main
inference and refence word
e one topic with one score they
idea. language leature. generic
structure
If the group cannot answer the question or clue,
the teacher rvill choose other group rvho raise hands
uicklu
The students cannot use the dictionary but they can
ask their member of about what is the answer
The rvho the hi t score is the winneru
After all questions are answered, the teacher and
students discuss it to er
Post Activit
Teacher concludes the lesson
3
Teacher lVeS aSSl ent
naini, S. Pd
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V





yrng and Check rng Studen ts' altendance
I
bj




teacher vldi sde lnto u s J 5gro mp ember( s
uo
The hteac r et s th tus nde tS SC ce t the ou nam ESpand ht ar trn doey nuct and ng greet
The teacher charts
rules.
the Jeopardy and demonstrate the
The hS o thS S CSd on wer n t hT epo firSpo
S de cn u Sde cs an 5d cos rtop es 0I 0 5 00( h1 ere)ra ue tlS oons ct ue beh nd
After the preparati
students for the fir
hands.
on finished, the teaC




The can c ooh eS neoLlp o cgIo th no Sepl cor erh v
ttS hc as nmal d lan( urea, nerge
trucS n cture, an red ord
tf th
the t
e $oup cannot answer the question or clue.
eacher will choose other group rvho raise hands
uicklu
The S eud ntS NIca thuseot dictlo bu ancnary
aSK mem rbe fo uo uabo tha s the
who the hi est score is the winneru
)
questlons are answered; the teacher and




Teacher concludes the lesson
YES ASSI mentT \-/
G ta Pelajaran
Kualu Nenas, 19 Juni 2019
Peneliti
o T,
sna ini, S. Pd
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rayrng and Checki ng Students' attendance
i
mDe no stratrn Sthe tudents abo tu the o tl sbj fostud and nVI o11r tr atron
wh iie Activi
eTh ctea her divides ntO u S J 5gro mp m( bersheac u )
The teac her set ht tuS nde ts se t the u namgro pdan h are n Ctroduey n and nE greet
The teacher c
rules.
harts the Jeopard y and demonstrate thJ
eTh hS oWS SIthe d S€ wer tnpo hT e fi Strpo
cn u sde to cs an 5d spr c0 sre 00 )00)
ueare tls no s or c beue hind.
After the preparati
students fbr the flr
hands.
on finished, the teac




hT e u ccan oseho nogIo p to C h neo coS rep
UCS h ltlas nal d an( ua nealg ge cge
structure n nce and r n ec rwo d
If the
the te
group cannot answer the question or clue.
acher rvill choose other group who raise hands
ckl
The udeSt n cS annot eus the cdi tiona canry they
kAS eth r emm ber of oab tu twha S an wers
The who t the hi est score is the rvinneru
)
questlons are answered; the teacher and




Teacher concludes the lesson
3
her ves assl entT
Gur ata Pelajaran




narn i, s. Pd
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students
teacher on





Observation Sheet of the First ll{eeting






Greeting, Prayrng and Checking Students' attendance
list
Demonstrating the students about the objectives of study
and giving motivation
, While Activitv
Teacher divides the class into sub-groups or teams
Teacher lets the students to sit each team at its own
table.
Teacher lets the students lined up in established game
play areas.
Teacher asks the students to select team names w
Teacher lets the students to assign roles to play and
establish procedures lor knowing which team member
should respond to a question.
Teacher distnbutes game materials, including game
sheets, paper, and something like that.
Teacher distributes score sheets, question sheets, and
other game materials.
3 Post Activity
Teacher concludes the lesson
Teacher gives assignment
Kualu Nenas, 9 Mei 2019
PenelitiGu ta Pelajaran
tr
snaini, S. Pd Hayatun Faizah, S. Pd
Teacher displays game information and player
instructions.
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Observation Sheet of the Second i\feeting
Experimental Olass 2 (Board Game)
NO Item Obserued Observation
Times
Greeting, Praying and Checking Students' al.tendance
list
Demonstrating the students about the objectives ofstudy
motlvatronand
I
Teacher divides the class into sub-groups or teams
Teacher lets the students to sit each team at its own
table.
Teacher lets the students lined up in established game
play areas.
Teacher asks the students to select team names
Teacher lets the students to assign roles to play and
establish procedures for knowing which team member
should respond to a question.
Teacher distributes game materials, including garne
sheets, paper, and something like that. \-/
Teacher distributes score sheets, question sheets, and
other game materials.
2
Teacher displays game information and player
rnstructlons
Teacher concludes the Iesson
3
ta Pelajaran










T ficller gives assi gnment
Obsen,ation Sheet of the'fhird i\Ieeting





Greeting, Praying and Checking Students' attendance
list
1
bjoDem nstratl th stud n sng the o ectl es Studv
and vl mot at on
While Activ
Teacher divides the class into sub-groups or teams
Teacher lets the students to sit each team at its own
table
Teacher lets the students I
play areas.
ined up in established game
e students to select team namesTeacher asks th
Teacher lets the studen
establish procedures for
ts to assign roles to play and
knowing which team member
should respond to a question
er distributes game materials,
sheets, paper, and something like that
including gameTeach
Teacher distributes score sh
other game materials.
eets, question sheets, and
)




Teacher concludes the Iesson
3
Teacher lves assl ment
G ata Pelajaran






Hayatun Faizah, S. Pd
about of
Observation Sheet of thc l-ou rth Nleeting









Greeting, Praying and Checking Students' attendance
list
I
Demonstrat n She tudentS ba uo t the ectr e os f studobj v
and \rln m tlo vat no
While Activi
Teacher divides the class into sub-groups or teams
ents to sit each team at its ownTeacher lets the stud
table
Teacher lets the students I
play areas.
ined up in established game
e students to select team namesTeacher asks th
Teacher lets the studen
establish procedures for
ts to assign roles to play and
knowing which team member
should respond to a question V
Teacher distributes game materials,
sheets, paper, and something like that.
including game








Teacher concludes the [esson
3
Teacher VES ASSI ment
naini, S. Pd
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